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INFRODUC+HION 


In 1993, David “Zeb” Cook and David Wise ushered a new campaign setting into existence. 
It was more than just à new world: it was all worlds, rolled into a setting where belief was 
made flesh, Where a player could journey through the very building blocks of existence and 
sneak through a god's home, where fiends raged across the fields of hell to sway the bel 
of mortals to their ideology. Law and Chaos, Good and Evil dueled for supremacy across the 
planes, using proxies and powers beyond mortal comprehension to achieve goals that repre- 
sented the ebb and Now of reality. 

‘This was more than simple hack’n'slash; this was à place where belief, philosophy, and. 
faith could Iiterally move mountains, This was gaming for thinkers. This was the Planescape® 
Campaign Setting, and it proved to be one of the most challenging settings TSR Inc. had ever 
produced. 

Zeb moved on to other projects. My compatriots at TSR and 1 picked up the reins, and 
decided to see where we could go with it. We wound up all over creation, We took gamers to 
the peaks of the heavens, to the pinnacles of goodness, and then plunged them into the 
depths of the Blood War, the infernal, eternal conflict between the fiends. We set the 
modrons-clockwork creatures from the plane of ultimate Law-on a march across the planes. 
We detailed the realms of the gods and sent the players into elemental Fire and Water. Our 
only limits were our imaginations. We wanted to take Planescape everywhere, and we were 
delighted when Interplay picked up the license to make a computer game. 

Ltook a job at Interplay ta be a part of it. When Chris Avellone, the lead designer, 
showed me what he had planned for the game that would become Planescape: Torment, 1 
was astonished. He had taken our work and tumed it into something finer. He had encapsu- 
lated the mystery and wonder of Planescape and given it flesh and form, He had taken our 
imaginings and infused them with reality. 

Seeing this game come to fruition has been an honor and a privilege. Planescape has 
been a playground for some of the mast truly creative minds 1 have encountered. Watching it 
move from pen and paper to the computer has been mind-blowing and inspirational to me. | 
hope it will do the same to everyone who plays this game. 


— Colin McCamb 
Designer, Planescape: Torment 


HOW © USE THIS BOOK 


In Torment you'll encounter worlds and creatures unlike any others you've experienced 
before, Though the planes through which you'll travel do bear many similarities to adven- 
tures you may have had elsewhere, the uniqueness of adventuring on the planes holds grea 
peril for those unfamiliar with its hazards. This book will help you through these hazards and 
is divided into two parts that are useful to you in different ways. 


ARF I: 
A WORLD @F TORIEN+ 


‘The first section, Chapters 1-5, holds invaluable info on your character, what other creatures 

you'll rub elbows with, and what items you'll be able to score during your adventures. 
Chapter 1, “Genesis” describes how to create the perfect character. As well as providing 

advanced combat tactics. You'll also find crucial knowledge about Alignments and Factions here. 


XIV 


Chapter 2, “Creatures” covers the critters throughout the world of Planescape. You'll 
learn which are your allies and which are your enemies. Each creature has a description 
complete with stats and strats. 

Chapter 3, “Gear” details items that you'll be find on your long journey. The chapter 
contains information on every item from wearables, including new and used body parts, to 
bashables, including weapons and armor of all kinds. 

Chapter 4, “Spells and Special Abilities” will explain everything you could ever want to 
know about both magic spells as well as special abilities. 

Chapter 5, “Tattoos” lists every tattoo in the game and the magic derived from them. 
Complete with stats! 


PAR+ 2: 
FOLLOWING HE GREAT ROAD 


‘The second section of the book, chapters 6-16, consists of bath maps and detailed walk- 
throughs for each location in the game. 

Chapter 6, “Beginnings” summarizes the first portion of Sigil, from the Mortuary (the 
Dustman faction headquarters) to the slums outside (the Hive). 

Chapter 7, “Welcome to the Hive” helps you through the darkest section of Sigil: The 
Hive Ward: 

Chapter 8, “Rags A Trash” takes you through the Ragpicker's Square, the Midwife's Hut, 
the Trash Warrens, and the Buried Village. 

Chapter 9, “Catacombs, Warrens, and Alleys” covers some dangerous areas from crypts 
tortenements to alleys. 

Chapter 10, “The Lower Ward” describes the industrial heart of Sigil. You will come 
across the Great Foundry here—the headquarters of the Godsmen. 

Chapter 1, “The Clerk's Ward” is a part of Sigil filled with a different kind of stench: the 
smell of perfumed aristocrats and noblewomen strolling about the streets, 

Chapter 12, “Experience This!” details the Civic Festhall, the stomping grounds of the 
Sensate faction. 

Chapter 13, “The Planes Beyond” gives a walkthrough you'Il need when you leave Sigil 
for the first time and get dumped into strange places. 

Chapter 14, “Curst” takes you through this main area as well as the underground. 

Chapter 15, “Fiends, Skulls, and Curst Wrecked” details the odd characters you will 
encounter on your way to the Pillar of Skulls as well as your subsequent return to Curst. 

Chapter 16, “Regrets” covers the final battle. You must breach the fortress on the 
Negative Material Plane and win your mortality back from whatever monster holds it. 

The appendix offers a behind-the-scenes look at the making of Planescape: Torment. 

Each chapter is designed to stand on its own as a reference, so yau can use whichever 
parts of the book that you need. For instance, if you want to know how to make a better 
character, then peruse Chapter 1, if you're wondering what critters you may have to fight, 
take à look at Chapter 2. On the other hand, if you want to make sure you find every tidbit 
of loat, or if you're stuck someplace, you can look up information and maps on each area 
and how to make your way through them in the second half of the book. 


ANWORIDIO 
KONI 


Welcome to Planescape: Torment. There's more 
ground to cover in this multiverse than most 
berks could ever imagine. And it isn't all about 
covering ground; knowledge and belief are the 
most powerful weapons you can acquire. 

If you are going to make any headway in 
these lands of the living and the dead, you're 
going to need lots of information. Part 1 will 
cover the basics of equipping yourself for the 
Planes. 

Chapter 1 details how to create your 
character from scratch as well as imparting 
knowledge about combat tactics, alignments, 
and factions. Chapter 2 describes the creatures 


you will encounter and tell you if they be 


friend or foe. Chapter 3 lists the gear, whether 
weapons or clothing, that is available to you 
along the journey. Chapter 4 explains magic 
spells and special abilities. And finally, Chapter 
5 covers tattoos and how to use them to your 
greatest advantage. 
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ut to delve into one of the most diverse and exciting 
of areas any adventurer has ever explored. The 
e to a host of awe-inspiring creatures and 
takes an adventurer who's a hefty cut 
hazards of the Planes. You are 


a 


chapter describes how to 
right for you. Different 
different ways, so the trick 


— APPROACHING 
THE PLANES 


Playing Torment is different than playing most RPGs. Keep in mind three things while you 
play. First off, dying is OK-sometimes even beneficial. Don’ hit reload when the screen goes 
black: Wait for the story to unfold. Second, gathering information and regaining bits of your 
memory are just as important as gaïning experience, Talk to everyone you meet and try to 
learn as much about the world (and yourself) as possible. Information and memories build on. 
each other: the more you have, the more you'll have access to down the line. Third, play the. 
game however you want. You can solve ît as saint or sinner, psychopath or pacifist, deceïver 
or crusader, so feel free to be evil, neutral, good, chaatic, lawful-whatever fits your style 

of play (see Figure 11} 

By keeping these ideas in mind as you play, you”Il be able to explore much more of 

Torment than if you played the g; 


CHARACHER CREAFION 


Most of the character creation in Torment occurs during the game and will be discussed in 
creation 


the walkthrough section of this book. This section deseribes only the characte 
screen and the statisties you start out with. 

Your character begins with the following primary statistics: Strength, Intelligence, 
Wisdom, Dexterity, Constitution, and Charisma (see Figure 1.2). He also has the following 
secondary statistics: Armor Class, Hit Points, and Alignment. When you first open the 
character-generation screen, you'll have the option to madify your primary statistics, To 
help you chaose how to invest your poïnts, here's a description of what cach stat means in 
the game 


6 jë CHAPHER 1: GENESIS 


gl NEW LIFE 


STRENG+EH 


Strength affiects how much damage you do 
in melee combat, how much you can carry wite vournt on the cwanacten-cenenation 
and whether or not you can use certain scrgen, vou wont se ante to incagast 
items. You can also use it to intimid voun statistics vast 18 (oRin TME cast or 

of the non-player characters (NPCs) th SIRENEIM, 18/00). WHEN YOU LEVEL UP Laten 
you'll meet. If you want to play a combat on in tue came, voUrLt ar ante to steno 

based character, put most of your points in emaractenistic points to takt YOUR CMaR= 
Strength. acteristics overe. 


INFELLIGENCE 


Intelligence is an important statistic for spell-casters, as it determines the levels of spells-and 
how many of them-they can put ín their spellbook. Furthermore, a high Intelligence total 
gives you more dialogue options, helps you regain memories, and gives you a bonus to your 
Lore percentage (discussed later in this chapter). If your Wisdom is higher than vour 
Imelligence, the game will use the Lore bonus from the higher of the two statistics 


WISDem 


‘This stat has a lot of reperc 
power, and even your approach to how you experience the Planes. 
Wisdom’s biggest impact is on yo» 
learn more from your experiences, giving you a bonus to eammed experience points based on 
your Wisdom score (as shown in Table 1.1). This bonus is applied only to the Nameless One's 
experience points, and is awarded to him after the experience points have been divided 
among the other party members. 


ssions that won't seem obvious at First. It reflects your discipline 


experience points. A high Wisdom rating lets you 


CHARACHER REALM ns 7 
a Ean 


TABLE 1.1: exPeRIEnCE-POInt Bonus DVE to Wisbom 


Wisdom rience Bonus 


EN EN - 


Wisdom is also useful in dialogue. Greater Wisdom 
will give you nat only more dialogue options, but an 
early warning system, too, 
before you're about to say 
or do something that might 
be dangerous to your © 
acter. This doesn't always 
mean you shouldn't do what 
it warns you against, but 
generally, you'll want to 
listen to it 

Having lots of Wisdom 
also makes you lucky. Luck 
is an actual, hidden statistic 
amber of rolls (see Luck, later in this chapter). The bonus you 
to Luck from your Wisdom is shown in Table 1.2. 


vovrag vamitian witw AD&D mvLts, vou’ 
Know mat wisoom weurs tue priest cLass. vou 
smouro Know meng, wOWEvER, twat twe priest 

‘cuass isn:t avaitanue to twe main cwangctenin 
vonmtnt (fwovcn it is avairaaue to nec auLies), 
so oon:t rumr ur vour wisoom in twe wopts or 


in the game that modifies 
ge 


14 ik hf 
$ z En \ 
ee ee, 
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Finally, Wisdom also functions much the same as Intelligence does for the purpose of 
recalling memories. The higher your Wisdom, the greater our chance of recalling à memory 
during dialogue. 


DEXERIFY 


Dexterity gives you speed and bonuses to stealth and thief skills. Essentially, it's a valuable 
characteristic for both thieves and fighting characters, as the added Armor Class bonus can 
make it more difficult for enemies to hit you. All of its beneficial effects have already heen 
discussed in the game manual. However, there are points in the game where having a high 
Dexterity rating will allow you to perform actions unavailable to other characters (such as 
grabbing someone's hand when they attempt to pickpocket you in dialogue, or snapping, 
someone's neck successfully before they can call the guards) 


CONSFIFU-FION 


Constitution is your characters health. It affeets how many hit points you start with, how 
many hit points you get as you go up levels, and even more importantly, how fast the 
Nameless One regenerates, as indicated in Table 1.3 


" mi CE 


TABLE 1.5: REGENERAtION Rate 


NN haa Pe PSE JE 


| EEL Lhp/40 sec. 
u Lhp/35 sec 
15, Lhp/30 sec 
16 Lhpl25 sec 


a 


| 


As mentioned in the manual, characters in the fighter class get more hit points per level 


if they have a high Constitution. 
CHARACHER CREA PN À 


— CHARISITIA 


Charisma gives you additional dialogue options (not as much as Intelligence or Wisdom, but 
enough to make a difference in a number of situätions), and allows you to be more persua- 
sive. Characters with lots of Charisma will have little difficulty convincing others to do 
something they don't want to do. As an added benefit, your lies (and occasionally, your 
truths) will be much more powerful, and the rewards for certain tasks will be much greater. 
Finally, Charisma helps reduce the costs of certain items you'll find in stores and 
markets. The percentage of adjustment in your favor (shown in Table 1.4) is generally the 
price of the item multiplied by your Charisma Madifier, and then divided by a hundred. 


nd ge 


TABLE 1,4: meRGHant Discount Rate 


Charisma Modifier 


GENERIC SKILLS 


Torment has two other statisties-ones you don’t have much control over in the course of the 
game, but that are still worth mentioning. Luck modifies almost all of your chances for 
success, while Lore lets you identify items without using an identify spell. Luck is a hidden 
statistic; Lore isn’. 


LUCK 


Luck is one of the best stats in the world, It affeets everything, and as long as your luck is 
positive, you're blessed. For every point of Luck you have, you get: 


© +1 vo Hit © _A small bonus to all thief skills 
+1 to Damage ® A bonus to bashing in doors and 
©® +1 to Hit Points from healing spell chests 
©® +1 to Saving Throws @® A small boost to your weapon's 
ĳ ©® 1 to enemies chance to hit speed 


1 © 1 ro enemies” damage 
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‘The bonuses for Luck will never make you do less damage or more damage than the 
normal range of your weapons” damage, however. 


LORE 


Lore is a skill that lets you identify items without using spells or paying some hedge wizard 
some coin. Its helpful to have. Basically, the Lore percentage increases with the character's 
level (shown in Table 1.5). 


ss nn 
TABLE 1.5: LORE Points Gaineo 4 
El 


(Character Class Lore Points aen Level 
Ea 


Every item in Torment has a Lore percentage attached to it. If one of your 
members has a Lore skill that's equal to or higher than the Lore of the item, the item will be 
identified. This ability's prey handy when you don’t have Identify spells on hand or enough 
copper to pay the local diviner to Figure out what something is 


MAKING HE BEST CHARACHER 


‘There isn't really any hard-and-fast rule to building the best character in Torment, but we 
can give you some bits of advice that you can tailor to your style of play. 

First off, you can usually find items, memories, or other boons that will pump up your 
statistics. So before you immediately max out one of your stats, keep in mind that you can 
usually find a way to higher stats without spending all your characteristie points on them. 

Second, the statistic tests at the beginning of the game are quite light, so might be. 
worth your while to spread your points across several stats without specializing in any 
particular one. This strategy will let you enjoy a number of larger rewards and experiences, 
though the drawback is that you'll lose the added benefits of specializing in certain statistics 
(no Armor Class bonuses, no high-experience bonuses, and so on) 

As mentioned previously, each statistic has its advantages. Strength helps you kill things 
fast, Intelligence helps mages and helps you gain memories. Wisdom will help you gain 
levels more quickly. Dexterity boosts your thief skills and gives you a better Armor Class. 
Constitution lets you take more damage. Charisma makes everything cheaper and lets you 
worm your way into most factions provided you can lie and bluff a little bit. Table 1.6 shows 
you a few general character types you can create, along with the type of activity that each 
one excels at. 

A final bit of advice: At numerous points in the game, a statistic check is performed to 
determine whether you succeed at a task or not. Generally, most of these characteristie 
checks will be successful if all stats but Charisma are 13 or higher (Charisma usually proves 
successful at 11 or higher). So if you have a choice between making a statistic 13 or raising 
another stat to 10, 11, or 12, it may be more advantageous to make the higher statistic 13. 
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TABLE 1.6: wat Do vob Do Best 


{Type of Character What this Person Does Best 


Basher The basher wants to smash everything in sight. Pump your Strength, 
Dexterity, and Constitution as high as they’ go. Leave Charisma, / 
4 Wisdom, and Intelligence at their baseline statistics 
Trickster The triekster specializes in being sneaky and autwitting opponents’ 
before they even realize they're engaged in a fight Tricksters should % 


pump up their Dexterity and Intelligence, and perhaps sprinkle some. 
points into Wisdom and Charisma, 

Charmer The charmer isa siver-tongued devil who tan divest a rube of his 
possessions simply by asking. Push your Charisma to maximum, then 
your Wisdom, then your Intelligence, in that order. 


se al dk Mn A jk, 


FIGHFING AND 
SHOWING STEEL 


combat, but the basics won't always be enough 
me tactical advice, and we've got just that. Read 
ips and techniques will keep you aboveground and 


discusses the basics 
d 


The Torn 
to ensure victory. For that, you'll 
how to fight to win. Th 


PAUSING 


best friend, Whenever you're thrown into a combat situation, you 
should slap the space b IL up the quick menu as quickly as possible and study the 
situation. You can assign any of a number of actions to characters while the game is paused, 
so use this time to grab some breathing room, tell certain party members to fall back, and 
send your heavies to the front. 


MY HER®, FHE HUITAN SHIELD 


The main character is immortal and he regenerates, something no other character does. This 
makes him an excellent target. Whenever possible, he should be the first one thrust into 
combat or into an area where you think there might be traps. 


The Pause feature’s y 
or 


zj CHAP+HER I: GENESIS 


WEAPON TYPES 


The secret to becoming a living chainsaw is to know your enemy, and then take a really 
good look at some of the weapons you find. Whenever you get a new weapon, learn how 
much damage it does and what type of damage it does-piercing, crushing, slashing, or 
missile. Some weapons are especially good against certain creatures, and keeping a variety of 
implements around can't hurt anyone (well, except your opponent). The benefits and draw- 
backs of each weapon you find are listed in Chapter 3 

As a general rule, only characters that are in the fighter class are goïng to be able to use 
the most damaging weapons. Furthermore, while hammers and axes are the most damaging 
weapons, they're usually the slowest. Fist-based weapons generally have all the types of 
damage (erushing, piercing, and slashing) and tend to be the fastest 


SPELLS 


Unlike some of your companions, you won't have access to many missile weapans over the 

‘course of the game. Your distance attacks will generally come from spells and items that you 
pick up on your travels. Hoard these treasures when necessa 
buffer zone between your enemies and your missile-using © 


FIGHFING WI+H COMPANIONS 


Remember, none of your companions will lose morale, so don't be d that they’ 
suddenly flee in the middle of combat unless they're under the effect of a fear-inducing 
spell or weapon. Your pals are an asset when, and if, you use them properly, as shown in 
Figure 1.3. Each companion that joins you during your travels is best suited to a particular 
attack style. Specific information you can acquire about each of the companions is listed in 


Chapter 2. 


or else use yourself as a 
cters. 


FIGH+ING AND SHOWING de 13 


PROFICIENCIES 


Im addition to strategies, you meed to know your way around the sharp end of à weapon: 
You'll need to be proficient. 

A character has access to a number of weapon proficiencies over the course of the game. 
Proficiencies are categories of weapons that you can specialize in, and your combat perfor- 
mance improves when you spend profieiency points in a certain category. The proficiency 
categories as well as a description of each one are shown in Table 1-7. 


mre TE 


TABLE 


wearon eroriciencies 


Proficiency 
Category What Type of Weapon Is That? 


This category includes pummeling someone with oi ts pünch 
daggers,spiked gauntiets,the ever-favorte cestus, talon gaúntets, 
and so on. Every type of fist weapon (erushing, piercing, and slashing) 


much damage. 
This category includes daggers and other one-handed bladed. 


weapons. They're moderately fast, but are usually limited to slashing 
} aa bie te 
Clubs This category includes maces, clubs, and other one-handed 
bludgeoning weapons. Club-type weapons tend to fall in the moderate. 
' vange. beïng of average speed and damage. They usually do crushir 


type damage. 
Hammers This category includes huge, two-handed hammers. When these 
weapons hit an opponent, they do considerable damage, but they're 
very slow. Hammers are among the most damaging crushing weapons 
In the game Only the fighter class can use them. 
This category includes huge, two-handed axes. They have about the 
same attack speed as two-handed hammers and do approximately the 
same amount of damage. Aves are among the most damaging. 
P, weapons in the game. Only the fighter class can use them. 


EE Dd 


To learn how to use these weapons, you must find a trainer to teach you, and be open to 
new instruction (te. have proficiency points available to pay for your lessons). When you 
begin the game, you start with three proficiency points, which you may spend however you 
choose. Keep in mind that not all trainers can teach you all weapons, and many trainers can 
teach you only a certain amount in each category. You may have to go look for a weapons 
specialist to teach you more if you wish to excel in a weapon proficiency- 
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Only the fighter class gaîns weapon profieiency points when it levels up. Fighters start 
with three proficiency slots and will gain a free proficiency point for every three levels they 
advance in the fighter class, IF you're a thief or mage, you'll find that you can't expand your 
range of weapons past the basics 

To a large extent your abilities with a weapon are dependent on your character's phys- 
Teal—and mental-attributes. To learn more about the Planes, first look within yourself. Wel 
tell you just what makes your character tick in the next section. 


STAFISFICS SCREEN 


Your hero won't be an expert at every single aspect of adventuring-though he'll be pretty 
‘darn good at most and just plain amazing at a few select skills. You'll need to know what's 
going on inside him, shown in Figure 1.4, if you want to master the world of Torment. 


CLASSES AND LEVEL 
ADVANCEIIEN + 


The Nameless One advances levels differently than any other character. Technically, he has 
three classes in one, but he specializes in only one at a time. The classes he has access to are 
fighter, mage, and thief. He starts the game as a third-level fighter, and he can switch his 
‘class whenever he encounters someone in the game who can teach him a new profession. 
Only the Nameless One can switch classes. To switch professions, all you need to do ís find 
someone who will agree to teach you. After that, switching classes is only a matter of 
burning a little midnight oi 

Each class has its strengths and weaknesses. Here are their b 


FIGH+ING AND SHOWING Ee 15 


FIGHFER SKILLS 


Fighters are tough. They have the most hit points, they have the best chance to hit, and they 
get more out of their strength and constitution bonuses. Also, they're the only character class 
that lets the player train in new weapons, and they can use the best weapons in the game. 


MAGE SKILLS 


Mages have the worst hit-point gain per level, they require a lot of experience points to 
advance levels, and they have the warst weapon selection in the game. Stll, after vou hurl 
your first Swarm Curse at an opponent, you may not care. Mages get some of the most 
‘amazing pyrotechnies in the game, and at the higher levels, can do more damage to more 
opponents faster than any other character class. Furthermore, their spells are missile attacks, 
ch are perfect for wasting targets at a distance-a luxury that most fighters and thieves 
don't have 


THIEF SKILLS 


Thieves have a series of special skills unique to their class, they take a lot less experience to 
gain levels, and, well, that's about it. The trade-off is that they don't gain as many hit points 
per level, and they can't use the heavy weapons that fighters can. 


S+ICKING WITH A PROFESSION 


Although you can choose to be a jack-of-all-trades by constantly switching between classes, 
staying in a certain class/profession for longer periods of time has its rewards. The game will 
record your specialization and grant you hidden bonuses as you go up in levels, Here's how 
it works: The first time you hit 7th level in one of the particular classes (while the other 
classes are still lower), the game makes a note of it and gives you a small bonus, If you hit 
12th level in that class before you hit 12th in any other profession, then you gain a super. 
bonus based on that professian. The way it works is listed in Table 1.8. 


wi 


Class, 


Bonus for reaching 7th level in this. 
class before any other classes 


ter 


Strength +1 Dexter 


Bonus for reaching Jth and 12th level 
In thus class before any other classes. 


el Strength. +2 Dexter. 
+1 Constitution, +1 Luck 

+3 Maximum 

Hit Points 


Bonus for hitting 12th level in this 
ass after reaching 7th level fist 
in another class 


en Strength FT Dese 
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No matter what class he is, the Nameless 
One gains +1 characteristie point every level. 
However, he gains this characteristic point 
only if the level of his current class is higher 
than the levels in any of his other classes. 


PHIL@S@PHY 


Your skills are useless without a will to driv 
them, but your will, our beliefs, can ch: 
dramatically during the game. On the Planes, 
who you are and what you can do are deter 
mined by your philosophy 

This section describes the philosophies 
on the Planes and specifie ways that they 
affect your character. There are two compo. 
nents to the philosophical makeup of any 
sentient creature on the Planes. The first ís alignment, a deser 
that a creature adhere to. The second, though equally import 
what each one is and how they're important to you are described below 


ALIGNMEN +F: 
HOW DOES IF WORK? 


Many of your actions in the game are measured with an invisible set of scales. If you lie 
cheat, steal, murder, or do any of a variety of unpleasant things, you'll notice your alignment 
changing. Alignment has nine different states and, at its core, represents your disposition 
toward good or evil, law or chaos, You can win th ny alignment, but different 
alignments will encounter different challenges while adventuring. Table 1.9 describes each 
alignment's basic tenets 


FACFIONS 


If alignment is a basic worldview, then faction is a cross between a political affiliation and a 
fraternal order, yet more powerful than either one. A faction is a driving force in its 
members” lives. 

Each of the factions in Torment is presented here, along with what it means to join each 
one (powers, spe and the disadvantages of allying with one of them) 


HERE'S An EXAmPLE OF How THE nameuess one 
can apvanct. tet:s say tmat ne’s CURAENtIv a. 
atm-Lever FiCNTER. AND Mis OTHER CLassEs ARE 
ano-tevet twier ano St-LeveL mact. wen ne 
cains enovem experience to Become a stu-Lever 
ricnten, we cains no cwanactenistic roints. 
However, WEN WE aDvances to à étn-LeveL 
rienten. me wint cain a cwangctendstie voint 
(eecaust mis lcuten teven is now wicHen twan, 
me wevers or wis otwen cuasses). 


of the basie worldview 


nt, component is faction, Just 


game with 


al items, 


ANARCHISTS 


Anarchists are a faction d 


ated to overthrowing the other factions. 
(The irony is not last on them: they simply claim they leave their i 
faction for last.) The major advantage of the Anarchists ìs that they 
possess an ability to infiltrate other factions and masquerade as their 

jembers. This ability will allow you to join a number of factions in : 
the game, though you won't gaïn any of the special abilities from 
joining non-Anarchist factions (ie, if you ifiltrate the Sensates, you won't gain Sensory 
‘Touch). The Anarchists are headquartered in two places in the game, one of which is the 
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Lower Ward, near the Foundry. See Chapter 10, which describes the Lower Ward, for more 
details. 

Joining the Anarchists also gives you access to their storehouse of items, as well as their 
web of contacts throughout Sigil and beyond. 


DUS+IMEN 


The Dustmen are a faction that believes “life” to be a painful false 
hood, an unending cycle of birth, pain, and rebirth. They believe the 
only way to escape this torturous circle is to achieve the “True Death,” 
a state of perfect, peaceful oblivion. To achieve this goal, they seek to 
Kill their emotions and their passions, seeing them as anchors that tie 
people to their false lives. According to their philosophy, they believe 
that once they divest themselves of all passions, they will eventually 
die the True Death-and finally achieve peace. The Dustmen tend to be a somber, emotionless 
bunch. Their headquarters is a structure called the Mortuary, a city morgue in which you 
begin the game (described in Chapter 6) 

IF you choose to join the Dustmen faction over the course of the game, you'l gain 
access to their vaults and stores, in which you can find a number of necromancy-based 
spells and items. You'l also gain a special ability called the Dead Truce: as the Dustmen get 
along well with undead creatures, the undead are reluctant to attack a character who is a 
Dustruan. Thís gives a character à +4 bonus to his Armor Class versus undead creature 


GODSITEN 


The Godsmen believe that all ereatures can achieve the divine, 
provided they continually test themselves and seck to learn from their 
experiences, This group is positive and forward-looking, and people 
tend to respond favorably to members of their faction, lts headquarters 
is the Great Foundry, a huge, clanging, soot-covered structure in the 
Lower Ward (described in greater detail in Chapter 10). 

IF you join the Godsmen, you" gain a bonus to Charisma and 
gain access to the Godsmen stores, in which you may find a number of special weapons, 
spells, and other Godsmen-specific items. 


SENSATES 


The Sensates (also called the Society of Sensation) are a faction that 
believes the truth of the multiverse will reveal itself after a person 
experiences as much as the multiverse can offer. They plunge them- 
selves into new experiences, bath physical and mental, reveling in the 
sensations and using them to strengthen their minds and their char- 
acter. The Sensates” headquarters is the Civic Festhall, described in 
Chapter 12 

IF you join the Sensates, you'll gain a special ability called Sensory Touch that will let 
yau draw a person's pain into you, healing them while damaging yourself. (But since you 
can regenerate…). You'll also gain access to the special Sensate-only sensoriums in the Civic 
Festhall, wherein you can acquire important clues, get greater experience-point awards, and 
restore more of your memories. In addition, you'll have access to the Sensates” storehouse of 
items, spells, and magic weapons. 
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KAOSIFECHS 


‘The Xaositects, or Chaosmen, believe inwell, they don’t really have an 
established set of beliefs: They just do things that occur to them out of 
the blue. They behave in a chaotic, random fashion, and although they 
don't have a store or any other establishments, a Chaosmen faction 
member occasionally has the power to tap into the multiverse and know 
where something is, provided he doesn't concentrate too hard and lets 
his thoughts drift. For purely monetary and power gains, the Chaosmen 
aren't terribly useful, though there are points in Torment where being a member of their 
faction will allow you to walk through areas that would be dangerous to others 

‘To become a Chaosman, you must be a Chaotic character (see Table 1.9), or else you'll be 
unable to join. The Chaosmen are headquartered in the Hive; their spokesperson (so to speak) 
is “Barking-Wilder,” a howling prophet near the Smoldering Corpse bar (see Chapter 7, the 
Hive walkthrough) 


HOW © SWIFCH FACHIONS 


When offered the chance to join a faction in the game, take the following things into 
consideration: 
1 Joininga 


action usually requires you to undertake some mission for them. 


2. Once you join a f 
want to join a spe 


tion, then forsake it, there's no g 
fic faction before signing up. 


g back. So be very sure you 


3. Some factions really don't get along. The Ans; 
anyone. 


chists, for example, aren't liked by. 


&._Each faction has benefits for join 
and magic weapons that are avail 


g- Generally, each faction will have items, spells, 
able only to its members. 


8. If your Charisma is high enough, you'll be able to bluff your way into most of the 
factions and gain access to their stores. The Charisma required variës-according to. 
the faction concerned and will be discussed in the walkthroughs later ín this book. 

Creatures on the Planes take their beliefs very seriously, so knowing wrat a critter values 

behaviorwise will help you negotiate some of the trickier situations you'll find yourself in. 
But that's only part of the battle. It’s as important to know the believer as the belief. In the 
next chapter, we'll give you vital information on the creatures you'll encounter in Tormen. 


DIFFERENCES FROM 
BALDUR'S GATE 


If you've never played Baldur’s Gate or Tales of the Sword Coast, ther 
won't mean all that much to you. If you haven't played Baldur's Gat 
down and go out and buy a copy. You won't be disappointed. 
Torment is built using Bioware’s Infinity Engine, and the game uses a lot of the same 
rules and conventions as Baldur's Gate. If you've played Baldur’s Gate or Tales of the Sword 
Coast, then you're already familiar with much of the interface and structure of Torment. 


this short section 
‚ gently put this book 
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Alignment 


nd" WE ep 


TABLE 1.9: AtiGnments anp BeLieFs 


Code of Beliefs 


Lawful Good 


These characters believe strongly in order and the betterment of fe 
for others. Their definition of betterment of fe can vary, however. 
vou consistently make vows and keep them, tell the truth, and” 
generally help everyone you encounter, your alignment will drift 
toward Lawful Good. 


Neutral Good 


but they lean toward performing good actions. If you treat people 
decently over the course of the game, holding tao much to law or 
faimess, you drift toward Neutral Good. 


These characters beieve In the balance between law and chaos, ( 


These characters aren't concerned with structure or order. Theyre 


lie a little, cheat a little, taunt à person here and there, but you do it 
for all the right reasons. 


Lawful Neutral 


individualists who tend toward performing acts of kindness. You may ; 5 
These characters believe in order over all other concerns, The evi and 


necessarily the end result of any actions. 


True Neutral 


These characters believe In maintaining the balance of law and chaos. 
They don't tip the scales between the two and tend to oppose anyone 
who does. If you keep the middle road in your actions, balancing every 
horten at aan oe Sct ALDE Den 
you'll be walking the path of a True Neutral character. 


Chaotic Neutral 


goodness of their acts doesn't concern them as much as how they 
were performed. Laws and fairness are their primary concems, not 


These characters don't believe in order. This is the alignment d 4 
lanaties, madmen, and impulsive characters If you care litte for good 

‘and evil and just revel in causing chaos, ying to others, taunting 8 
them, and betraying them for good or il, then Chaotic Neutral may 
eventvally become your alignment. 


Lawful Evil 


These characters believe In organized evi and prefer to further the 

causes of evil and vilainy in an order\y hierarchal manner You believe Mh 
‘in laws, and fairness to the extent that they improve your situation. > 
or undermine another's place. 


Neutral Evil 


These characters believe in the balance between law and chaos, but 
they lean toward performing evil actions, It's mare of a selfish, ego= 
centric evil in which they're more concerned with making sure they're EN 
taken care of first, and the rest of the Planes can go to their own 

nells-after they ve been bled for all their worth. Î ie 


Chaotic Evil 


LS 


These characters are the epitome of vllaïy They care nothing 
order, truth, and justice and serve their own selfish desires at every 
‘opportunity. While Neutral Evi characters tend to be selfish, Chaotic 
Evil characters actively go out and promote evil, with little regard for 
the consequences other than causing dissent and harm to others. 
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However, the two games 
have substantial differences 


that you should be aware of. 
BROER SART WIEN DE This section briefly summa- 
access to any missite wearons otwer_ 


rizes some changes you 
tan SPELLS OVERINE COURSE OF THE came, nie want bono about 
30 ir vou Wave Pumreo ue vou vextenitv First, Torment doesn't 
in twe moves or makinc a swaneswooter, have multiplay. As a result, 
tuis won”t HELP vou VERY much, twoucH the designers made changes, 
If wiet maxg vov pamn wang to wit. to the interface that let you 
get a better handle on 
combat. The game doesn't 
pause when you go to any 
erface screen outside of the world map, so don’t worry about being attacked while 
choosing a spell or the right ite 

Second, you don't have to wait for all your companions to catch up to you when you 
leave a map. Whenever any of you hits an exit trigger, the rest of the party will jump 
through as well, This quicker departure can be used to your advantage in combat 

Third, you can run in Torment (see Figure 1.5). Take advantage of this option: it lets you 
cover a lot of ground in a short period of time, and there are some monsters that can't run, 
so you can use it to keep a safe distance while you pelt them with missile weapons and 
spells, 

Fourth, there's no level cap. Go as high as you want 

Fifth, the statistics in Torment go up to 25 each. Even though your character cannot go 
past 18 in the character-generation screen, you can start going up past 18 whenever you 
reach the next level. 

Finally, proficiencies function diff 
NPCs will hav to only certain w 
ties (covered in the Proficiencies section. 


ny in Torment. Most importantly, many of your 


jon proficiencies, usually based on their personali- 
arlier in this chapter) 


es on your trek through the 
o join you, or may just lend a 
want to slice you into thin 


h critters are most 
will invite you to dine 
who your friends 
st, then talk about the 


You'll learn each 
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For the most part, the creatures in this section have the following statistics: 

® Race: The character's race. This entry is used only for allies, 

® Class: The character’s profession. This entry is used only for allies. 

® Level: The character's starting level. Planescape's creatures gain experience as the 
game progresses and have the opportunity to increase levels, just as you do. This 
entry is used only for allies, 

® Starting XP: The creature’s starting experience-point value. This stat is used only 
for allies. 

® Alignment: The companion’s alignment (see “Alignment: How does it work?” in 


Chapter 1). This stat isn't as important with non-alies, so i's mentioned only briefly 
in the “All Creatures, Great and Small” section of this chapter. 


@® Skilis: Some characters have the following skills available to them: 
® Lock Picking: The character's percentage chance of picking locks. 


©® Stealth: The characters percentage chance of hiding in shadows (turning 
invisible). 


racter’s chance of detecting and removing traps. 
® Pick Pockets: The character's chance of picking someone's pocket, 

Strength: Strength works the same way it does for the player character. It's listed 

only for the NPC companions and major villains, not the critters. 

Intelligence: Intelligence works the same way it does for the player character. It's 

listed only for the NPC companions, not the eritters. 

Wisdom: Wisdom doesn't give NPC companions a bonus to experience points. It's 
listed only for the NPC companions and major villains, not the criters. 

Dexterity: Dexterity works the same way it does for the player character. Its listed. 
only for the NPC companions and major villains, not the critters. 


Constitution: Constitution works the same way it does for the player character, 
though your companions don't regenerate at the same rate. I's listed only for the 
NPC companions and major villains, not the critters. 

Charisma: Charisma works the same way it does for the player character. It's listed 
only for the NPC companions and major villains, mot the critters. 

Armor Class: How hard it is to hit the creature in combat. The lower his Armor 
Class, the harder he is to hit. 

Hit Points: How many points of damage the creature can take before dying. 
THACO: THACO stands for “To Hit Armor Class Zero,” A holdover from the ADD 
pen-and-paper game, this number is what a creature needs to roll on a 20-sided die 
to hit Armor Class 0. The lower the THACO, the easier it is for the creature to hit its 
target. Note that your companions’ THACO can change over the course of the game. 
Number of Attacks: The number of attacks a creature gets in a single attack cycle. 
Damage/Attack: This is the amount of damage a creature inflicts with each attack. 
When appropriate, the type of damage the attack does is included (crushing, 
piercing, and so on). 
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@® Special Attacks: If the creature’s attack has any special effects associated with it 
(poison, paralyzation, petrification, and so on), they're listed here. 

® special Defenses: If the creature has any resistances, whether to magic or a specifie 
type of attack, they're listed here. Note: A special defense can mean immunity toa 
certain type of attack, or just a resistance to some of its effect. 


® XP Value: The base amount of experience your party gets for killing each one of 
these creatures, 


Now that you know what kind of dirt we'll be dishing out on each of the beings you'll 
encounter, let's find out just who they are. First we'll cover your allies; then we'll move on to 
everybody else-including plenty of unfriendly sorts. 


ALLIES 


‘This section lists the allies you'll encounter in Torment. These characters play pivotal roles in 
the game, and the way you treat them impacts your alignment, powers, skills, and fate. 

Keep in mind that all of the statistics for your companions are their starting statistics 
only, Like your character, they have the ability to improve over the course of the game. 
gaining more hit points, a better THACO, better weapons, and improved Saving Throws 


MORE 


Morte, a sarcastic floating skull,is__ yaar VALWE 
the first ally you’ find in be 


Torment. He's a valuable source of BEM En 
information, so keep him close Gass Fighter 
when speaking to NPCs. He can Lal 2 
interject words of wisdom or Strength 12 
translate slang (The Cant) for you. _ inteligente 13 
Morte is the first companion you yyssgom 5 
encounter, but you don't have to re 5 
seek him out: he'll join your party Oester 
as soon as you start the game. Constitution 18 

Despite being a fighter, Morte _ Charisma 5 
‘sn’ much of a combatant, Alignment Chaotic Good 
Although he can bite (1-3 hit ze 2000 
points of damage), his strength arnorcas ri 
lies in his ability to raunt other 
creatures. When Morte taunts EERE zi 
creatures, he has a chance of THAED, 19 
causing them to go berserk and __ Number of Attachs 
attack him. (This is a nonmagical__DamageJAttack __1-3 Piercing 
effect, so magic resistance does special Attacks Taunt 


not protect the victim.) Special Defenses _ +2 AC vs slashing, piercing, and missile 


artachs; 100% resistance to cold and 
poison attacks; 50% damage resistance 
vs stashing, piercing, and missie attacks. 


XP Value N/A 
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Use Morte as a danger magnet to draw creatures 

out from behind cover, if you're getting overwhelmed, 

or have them chase Morte while you attack them from 
> behind. 

Morte can gain 
bonuses to his taunt 
power over the course of 
the game, mostly by 
listening to other people 
throwing insults around. If 
you encounter a foul- 
mouthed NPC, make sure 
Morte is with you, 
Chances are, he'l learn, 
something. 

Generally, Morte allows the player to explore the world on his own and just observes the 
results. He's along for the company and the chance to meet female zombies. He pretty much 
leaves the player’s self-discovery to the player. 


DAK'KON 


Tae mie tinco twat plane oweuwens use is 
catteo THE cant. ceftinc to Koow Twe cant 
witt put vov a ster aman or tre nest or 
tE BERKS YOU'LL cHUM UP wit. 


Dak'kon is old for a githzerai, His CATEGORY VALUE 
Making dry yellow skin has the scars of__ Race Gienzerai 
onewl has traveled everywhere and Class Fihter/Mage 
never reste lang in any one place EK ee 
Communieating with him is like 
speaking with a stone-and a re Strength KEA 
stone, it. You can find Ds Intelligence El 
the Smoldering Corpse Bar in the Hive, _ Wisdom 1 
described in Chapter 7. Simply speak to Dexterity 1e 
him if you want him to join your party. _Consttution 16 

Dak'kon was once à zerth, a Ee Ei 
Cte 
reder ir olla he tettungs of OE 10000710000 
Zerthimon. one of their ancient and AmorCass 4 
most revered leaders. (He has assumed ___ He Ports 27 
the level of godhood in the eyes of the___zwaco 3 


githzerai.) Most of their beliefs parallel 
that of Zen Buddhism. Dak’kon’s 
approach to battle is comparable to the 


Number of Attacks 1 
Damage/Attack 2-9 Slashing 


Book of Five Rings and the teachings Special Attacks Mage Spells 
of Sun Tzu, Special Defenses__ None 
Dak'kon can be one of your XP Value N/A 


staunchest companions. Hell support 
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you and fight for you no matter what the odds. It's important to note, however, that he 
believes in honor and loyalty above all other concerns. He frowns upon any acts that are 
treacherous and deceitful, and if the player persists in behaving dishonorably, Dak'kon's 
morale and combat effectiveness will diminish. 

Dak'kon's ceremonial sword, his Karach blade, shifts t 


Jude different powers, 


depending on his morale and level. The shifting takes place whenever Dak'kon reaches a 
certain level as a fighter. This shift is described in Table 2.1. 


Morale State New Weapon 


en 


Kin-Stealer 1 

Morale: > 14 ‘Streaming Blade 1 

Morale: > 5 and <15 ‘Enchained Blade 1 

Morale: <6 Kin-Stealer 2 

Morale: > 14 Streaming Blade 2 $ 

Morale: > 5 and <15 Enchained Blade 2 1 
Kin-Stealer 3 Ì 

Morale:> 14 ‘Streaming Blade 2 | 


Morale: > 5 and <15. Enchained Blade 3 


Dak'kon serves as a philosophical and racial barometer: You can discuss philosophy 
with him and learn about the Planes and the power of belief. He's also one of the first mages 
you'll meet in the game, and it is with his aid that you can regain some of your arcane 
knowledge. This knowledge is given in tandem with the teachings of Zerthimon and some 
githzerai philosophy on the Planes. If you wish to switch your class from fighter to mage 
(after someone else has already taught you some of the basic mage teachings), you can use 
Dak'kon to switch you back and forth from mage to fighter. 

In addition, some of the game's spells will be available only through Dak'kon. Be sure to 
speak with him and discuss the teachings of Zerthimon to uncover the full extent of his 
arcane knowledge. 


ALLIES 


— ANNAH 


Annah is a smoldering young tiefling who CATEGORY VALVE 
speaks with a Scottish accent. Tieflings are 
humans with some demon blood in them froma Bell 
distant relative, such as a grandparent. These Gass FighterThief | 
creatures usually have some physical trait that Level aja 
marks their demon heritage: Annah's ís her Strength 14 ä 
lasling tail. While you can encounter Annah for inteligence 
the first time in the Hive, you don't get a FE 
‘chance to have her join the party until you've 
met Pharod in the Buried Village, later in the Be: 
game. (For more information on the Buried Con: 
Village, see Chapter 8.) Charisma 

Annah was orphaned on the streets ofte _ Alignment 
Hive, and has spent most of her life making a ze 
living by stealing and scavenging whatever she arora zi 
can find on the streets. She's streetwise but not 
terribly patient where most matters are Hit Points 30 

THACO u 


concened, and she has difficulty expressing, 
any emotions other than anger. Feelings beyond 


simple hostility make her terribly confused, Slashing 
hesitant, and Frustrated. Bas 
‘Annah is Pharod's adopted daughter, and 
one of his best scavengers. 'Pharod doesn't love Speel Defensie kod 
‘Annah for anything more than what shecando XP Valve NIA 
for him. He respects her because she's fearless, 
quick on her feet, and raises a lot of revenue for 
his Collector gang-nothing more. THIEF SKILLS 
This cunning tiefling is valuable in that she___LockPicking: 45% 
can teach your character thief skills after rent er 
someone has explained the basics to the char- Ten Dn 
acter. Once you've switched to the thief class at 
Pick Pockets: 50% 


least once without Annah's help, you can use 
her to switch from thief to fighter and back 
ain, and even learn some extra tricks that no 
other tutor can teach you. 


FALL-FROITI-GRACE 


Fall-from-Grace is a puritan succubus with the wealth of a thousand experiences in her head. 
She carries herself like a noblewoman but has none of the aristocratie air and cold disdain 
that tends to accompany the upper class. She is gentle, wise, sharp, and beautiful. Her smile 
can melt ice mephits. 

You can encounter Grace in the Brothel of Slaring Intellectual Lusts in the Clerk's Ward, 
described ín more detail in Chapter 11. If you want her to join your party, ask her to accom- 
pany you, then accept her challenge. If you solve all the puzzles in the Brothel, Grace will 
agree to join your party. 
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Grace has not had a CATEGORY VALUE 

pleasant life, but she's Race Succubus (Lesser Tanar ri) 

managed to rise above the TE 

various indignities she was En 

forced to endure in her 

“youth.” Sold into slavery by Strength 13 

her Abyssal mother, Grace Intelligence 16 

spent many long centuries in __ Wisdom 16 

servitude to various Dexterity 76 

unpleasant masters across the __costruron T 

Lower and Upper Planes. She 

eventually won her freedom Crans Lik 

in a contest of improvisation Alignment Lawful Neutral 

with a balor and promptly lef XP 60000 

the Planes for Sigi, where she __ Armor Cass 0 

became the proprietor of the Pe 

Brothel of melleomal Lust AS À 

Her intense dislike of her 

mother has caused Grace to Number of Attacks 1 

forsake all sexual contact, DamagelAttack 2-8 Stashing 

seeing it as a contemptible Special Attacks Energy Drain 

gal, Herth Special Defenses__ 30% magic resistance; 100% resistance to 
e is à member of the normal ie, electricity. poison; 509% resis- 

Society of Sensation, a faction tance to cold, magic fire, and gas attacks 

that believes in experiencing xp Vane NIA 


all the Planes have to offer 

Grace has traveled extensively and can supply a great deal of information on people and 
places the player discovers during the adventure. Unlike Morte, she also tempers her advice 
with wisdom, and her insights into various figures that you'll encounter tend to be dead-on. 

Grace is an invaluable member of the party. Not only does she have a large selection of 
healing spells, but she also has a low Armor Class, a lot of hit points, and immuníties to a 
wide range of attacks. She is best as a damage shield and healing support for a party. 

As a Final note, Fall-From-Grace has a great Lore skill, and it keeps getting better with 
every level she obtains. With her in your party, you can identify most magical items without 
the need for an Identity spell. 


IGNUS 


Ignus was a human mage who became stricken with à severe case of civic pyromania: He 
acted on his compulsions and torched several city blocks in the Sigil slums before the 
‘enraged locals stopped him. In revenge, a number of minor mages and witches in the Hive 
cursed him so that he would burn in agony forever. The player encounters Ignus midway 
through the adventure, his burning body a Fixture in one of the Hive bars as à reminder to 
those who would use their arcane powers to hurt others. (See Chapter 7 for more details on 
your initial encounter with Ignus,) 

‘This tragic figure is a charred corpse surrounded ty à halo of fickering flames. 
Occasionally, he cackles to himself as if the entire situation is amusing. If you wish him to 
join your party, find the Decanter of Endless Water and bring it to him at the Smoldering 
Corpse Bar. Use it on him in dialogue, and hell be free to travel with you. 


ALLES at 29 


— _gnus doesnt think like a normal char- VALUE 
acter. He is constantly obsessed with Ken 
buming things, including people. While he 
may feel a dim spark of gratitude to you for Mage 
helping hìm escape from the Sigil slums 7 
(and the angry locals), his primary interest 13 
is in seuting fire to everything ìn sight. 1e 
IF you speak to Ignus while he's in your 
party, you'Il find that he gets bored with TE 
talking quite easily. To avoid this problem, 
jn items that bump up your Constitution 20 
Charisma past 12, and then speak to him. Charisma 3 
You'll soon realize that as long as you Alignment Chaotic Neutral 
appease him with talk about fire, he'll be xe 60000 
more than happy to answer your Questions. armor ass 10 
Be warned, though: He may not want to 
stop talking and may become violent ifyou __ HitPomts Ei 
try to end the conversation too soon. To. THACO 18 
escape this dilemma, either talk to him Number of Attacks 1 
linle more or use your high Charisma to Damage/Attack 3-11 Fire Missiles 
"him doven with a description of a Spel Amos Rd 
burning building, and you should be all Se ENE 
right, fire, magical fire; 100% 
Ignus is useful in combat, as long as earer telen. 
vou can direct him. His near-constant acid, poison, and gas; 
supply of fireballs and other magical heavy suffers 509% more damage 
ordinance can help clear out a room. He's from cold or water attacks: 
also an efTeetive damage shield against any 259% resistance to all 
number of fire-wielding creatures you physical attacks 


encounter in the gam 
great that flame 
him, he 
burned. 

This combustible character is also the source of some specifie spells in the game. Speak 
to him while you're a mage, and you may be able to gain some of his knowledge of the 
arcane arts=though you may have to pay for it with a permanent loss of hit points. Nothing, 
worth learning is ever completely free. 


e. His ties to fire are so XP Value NIA 
acks actually strengthen 
ng his hit points when he is 
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N@RDOM 


This compelling character is à walking, 
talking metal cube with four arms, two 
legs, and a face on one side of the cube 
with big, expressive eyes. On two of his 
hands are grafted crossbows that always 
have a erossbow bolt locked and ready 
vo fire. 

Nordom was à standard Quadrone 
overseeing the architecture of the Rubikon, 
project on the Plane of Limbo when some 
of the chaos of the Plane slipped into his 
body and “changed” him. Since then, he has been wandering around te Rubikan maze, 
hiding from the other modrons and trying to figure out who he is and where he 
belongs in the world, 

To find him, you'll need to set the CATEGORY VALUE NN 
Rubikon dungeon's difficulty setting vo Wader 


vou can increase norpom’s statistics just 
ev taurine to wim, civinc wim peamanent 

sonuses to mis intetwicence, oexteritv, ano 
constitution. 


High and then wander around until Fighter Pe 

you locate the disintegrating room rj 

where he's hiding. (For a more detailed en 

deseription of the Rubikon area, look m le cÎ Js 

Chapter 13,) Once there, simply speak Intelligence 15 \s, 

to him (giving him his name in the wi 5 Del 

process) and ask him to join you if Demi) 16 

CEN Carson 1e En 
Nordom is one of your only allies ons == 

that has missite weapons (and unlim. Chains B 

ted ammo, no less), and he's got Alignment Neutra e 

good Armor Class and a large number XP — 32000 

of hit points to boot. In many respects, Armor Class 2 

he's like a walking, unpredictable gun Hit Points” 5 En 

turret. E — 
He also has a Warp Sense that Aen ls e 

allows him to detect portals. This trick Number Of Anschl, zer 

can be extremely helpful for ferreting DamageJAttack 2-8 Missile 

out secrets. To use his ability, have Special Attacks None 

'Nordom walk around the map a bit: Special Defe None — 

he'll chirp up when he detects à portal vp vange Kk == 


close by. Ee 
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— VHAILOR 


Vhailor is a restless spirit so obsessed catecoRY vi 
with justice that he refused to di pe 


Upon his death, he possessed his Race RestlessSpirt_| 
Mercykiller armor and continued his Class Fighter 
quest to correct injustices throughout Level 9 
the multiverse. He has no physical Strength 18/51 
body, and except for the armor, is Intelligence 10 
effectively transparent. He always be mT „ 
keeps the faceplate of his visor down, ed 
and any comments he makes sounds Desderity 13, 
like they are coming from a large, Constitution 18 
empty baîter. Charisma 10 

This restless spirit is a Mercykiller, ___Arignment Lawfur Neutral 
a Faction dedicated to justice. The ze 250000 
Mercykillers exist to punish crimes, 

Armor Class z 

and-as their name suggests-they show 
no mercy in their pursuit of offenders Hit Points 100. 

On the plus side, Vhaior is a THACO El 
chainsaw with legs. He has an obscene ___Number of Attacis 1.5 
number of hit points, is immune to DamaoelAta 18 


most spells that enemies (or the player} 
could spit at him, and his battle axe 
can cleave gehreleths in half. Just 
make sure he has no reason to turn on 100% magic resistance; 50th 
you, and everything should be fine. If Ra mnintneeon 
he discovers you or one of your and pier heeapdrs 
campanions has committed a cri NI 

he'll seek to “execute sentence” — 


Special Attacks None 
Special Defenses__ 100% resistance to cold 
attacks and acid attacks; 


ALL CREATURES, 
GREAT AND SITALL 


As we've said, Torment's creatures run the range from predators to potential allies or friends. 
Always check to see if a character is hostile or not before trying to cleave it right down the 
middle. Over the course of the game, you'll come across many instances where the most 
fearsome-looking creatures are perhaps the only allies you can find in a dangerous situation. 
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AASIITAR 


Just as tieflings have a trace of demon blood 
running through their veins, aasimar have angelic 
blood pumping through their little winged hearts. 

It tends to make them more charismatic, generous, 
and helpful, 

Generally, all aasimar you meet will be 
pleasant individuals. The template above lists only 
a normal aasimar citizen; you may encounter ones 
of a specifie class (mage or fighter) who have 
more hit points, better weapons, or spell-casting 
abilit 


ABISHAI, BLACK 


Black abishai are one of the 


Pp tf Ft CATEGORY 

lowest forms of baatezu 

(devils) you" encounter in Ae 
Torment, In many ways, they Le 
resemble gargoyles, except THACO 

they're uglier and even more __ Number of Attacks 
Ïll-tempered. Oamage/Attack 


On their home plane, Special Attacks 


CATEGORY VALUE 
Armor Class 8 
5 
EN d 
Number of Attacks 1 
DamagelAttack 1-4 Slashing 
Special Attacks ___None 
Special Defenses_None 
XP Val Var 
VALUE 
o 
65 Sn 
1 
5 Ene 4 


they'll be out for blood, but on 
the streets of the cities, they're 
just going about their business. 
Don't provoke one unless 
you're armed with an 


Special Defenses, 


XP Valve 


re, magical 
fre, and poison; 50% resistance to cold 
and gas; 20% magic resistance: +1 
weapons needed ta hit; regeneration 
7 


‘enchanted weapon. 


ABISHAI, GREEN 


Green abishai are a little CATEGORY 
higher on the baatezu totem 

pole than black abishai, and wie 

are tougher. They aren't found Hit Points 
walking the streets of the Hive THACO 

like their brethren. If you Number of Attacks 
‘encounter them on Baator, Damage/Attack 


chances are they!l be part of a special Attacks 


VALUE 
e) 
” 
12 


Poison. 


vicious, blood-hunting pack. 
As with the black abishai, 

don't pick a fight with these 

green-skinned devils unless 


Special Defenses. 


100% resistance to normal fire, magical 
fire, and poison; 50% resistance to cold 
and gas; 30% magic resistance; +1 
weapons needed to hit; regeneration 


you have an enchanted XP Valle 


8,000 


weapon handy. 
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— ABISHAI, RED 


Red abishai are the least CATEGORY VAWE 
common of the three types of En ie 
ablshai,Thisisa goodthing: AM 
They're unquestionably the HitPoints_____5 sl 
toughest and most vicious of THACO 10 
the horrid species. Number of Attacks 3 
IF youre forced to fighta __Damaae/Attack 1-12 Slashing 
pack of red abishai, be sure ein ene vn 


you're armed with weapons 
that can hurt them. Again, 
‘enchanted weapons should be 
in your quick-item slots. IF 
not, running is your best 
option 


ACASTE 


The ghdul matriarch of the Blighted 


Special Defenses_ 100% resistance to normal fire, magical 
fie, and poison; 50% resistance to cold 
and gas; 309 magic resistance: +1 
weapons needed to hit: regeneration 

XP Value 9000 


Ones in the Dead Nations, Acaste is, 
several centuries old and still capable 
of ripping stone sarcophagì open with CATEGORY VALUE 
hertalons. IF you play your cards right, Armor Class 4 
you should never have to lock claws Rn 30 
with her; but if push comes to shove, 
try and take her down before she TAO. U 
enters melee combat. Number of Attacks 3 
‘Acaste hates the other undead in DamagelAttack 3-24 Slashing 
the Dead Nations, and it's only her fear Special Attacks __Paralyzation 
of the Silent King's presence that keeps specar Defenses__ 100% resistance to cold 
her from turning on the zombies and XP Valse 650 
skeletons and devouring them. 
Odd crosses between humans and rams, _ CATEGORY VALUE 
bariaur resemble centaurs-but don't Armor Class 6 ‘ 
tell them that. Most bariaur you meet LEN ee 
be a little stand-offish but not THACO 13 
hostile. Treat them with respect, and 
they may have interesting information _NumberofAtacs 1} 
to share. Damage/Attack 1-10 Slashing 
The chart above lists only a Special Attacks None 


normal bariaur: you may find onesofa __ Special Defenses None 
8 specifie class (e,g.. a fighter) that have __vpyaize as 
more hit points and better weapons. 
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CORNUGON 


Cornugons are the worst sort of 
‘baatezu you can encounter in Torment. 
Nine feet tall, with huge wings and a 
grotesque appearance, these creatures 
are incredibly dangerous. They have a 
low Armor Class, a huge number of hit 
points, and à rapid attack sequence 
that can slice an opponent to ribbons. 

You'll encounter a number of 
corugons in the latter half of the 
game, especially on the first plane of 
Baator, Avernus. Unfortunately, they 
are usually found with a legion of 
other baatezu. 


CRANIUM RA+ 


Individually, à cranium rat is nothing 
more than a Sigilan pest. When more 
and more of them come in close prox- 
imíty to each other, however, they 
become smarter and tougher, and gain 
the ability to cast spells. 

‘The stats above apply to a stan- 
‘dard cranium rat. When assembled in 
groups of 10 or more, each rat gains 
ve hit points and an additio 
and the group gains the al 
low-level mage spells. 


CATEGORY VALUE 
Armor Class 2 

Hit Points 

MAO u 

Number of Attacks 3 d 
DamagelAttack 3-30 Slashing 

Special Attacks Spells (Fear) 


Special Defenses _ 100% resistance to normal fire, 
magical fire, and poison; 50% 
resistance to cold and gas: 50%. 
magie resistance; +2 weapons 
needed to hit; regeneration 


XP Valve 10,000, 


CATEGORY VALUE 


pn: Pd 


DamagelAttack 1-3 Ee Ee 

Special Attacks Spells when in groups. 

Specral Defenses 50% magie esistance when in 
grows 


xv, 


CURS+ GUARDS 


These fearsome armored soldiers can be 
found guarding the streets of the gate 
town of Curst. An unpleasant, gruff 
bunch, they're as suspicious and back- 
stabbing as the locals. 

‘The Curst guards carry a four- 
bladed pike that does a good deal of 
damage. While they may not be much 
of a threat to your character one-on- 
one, they tend to gang up on someone 
in melee combat, whereby they can do 
a lot of damage very quickly. 
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CATEGORY VALUE 
AmorCas 3 k 
HiPons 3% 1} 
Taco 


Number of Attacks 
Damage/Attack 


the servants of the Lady of Pain, and Hit Paints 
she sends them to repair the Sigil THAOD 5 
streets, tear down buildings, and erect Number of Attacks 1 
structures. Damage/Attack 1-6 Crushing 
The dabus are at least as secretive 
as the Lady of Pain herself, and they 
speak by floating word-puzzles (called 
“rebuses”) above their heads. In order XP Value 420 
to understand what they're saying, you'll need an Intelligence of 15 or higher. If your 
Intelligence isn't that high, you can still get Dak’kon, Annah, or Fall-from-Grace to translate 
for you, although their translation abilities will vary. 


DRONE, HEAVY 


These lumbering metal constructs have __ CATEGORY VALUE 


Special Attacks None 
SpecialDefenses None LS 


— DABUS 
‘These floating white-haired creatures cATEGORY VALUE 
wander about Sigi, attending to . 
various tasks. They are rumored to be dek 


been imagined into existence by the te 

modrons inhabiting Rubikon. Relatively _ Aorcas il 

simple-minded, the drones exist to Monts 
smash any dungeon crawler in their THAOD m2 

path and serve the interests of their Number of Attacks 1 5 


wicked master, the evil Wizard Drone. 
Heavy drones are gaod sources of 

experience, provided you encounter 

them ín small numbers. They're present 


2-16 Crushing 
Special Attacks None 


Special Defenses _-2500 resistance to electricity; 
25% resistance to normal cold; 


mainly in the hard difficulty level 35% resistance to all physical 
setting of the Rubikon dungeons. attacks 
XP Valve 1,000 


DRONE, LIGH+ 


The light drones are smaller versions of CATEGORY VALUE 
the heavy drones, but they carry many el 


of the same directives as their brothers. AU SI 
They come in two varieties-green and HitPomts 2 
yellow—with the yellow ones being the THACO 16 
stronger of the two. Number of Attacks 1 
Speaking to the light drones can DamagelAttack 1-8 Slashing 


be an amusing experience. They often 
attempt to justify their existence by the 
bizarre physics of Rubikon, with inter- 
k esting results. These drones are present 
1 In the easy and medium difficulty level 
settings of the Rubikon dungeons. 
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Special Attacks None 


Special Defenses _-25% resistance to electricity, 
259 resistance to normal cold 


XP Value 250 


DRONE, WIZARD 


Wanting nothing more than to rebel 
against Rubikon and overthrow the 
Planes in the name of some great goal 
he can't describe, the Wizard Drone is 
by far the worst drone in all Rubikon. 
Besides his impressive physical statis- 
tics, he also has spell-casting ability. 

The Wizard Drone does respavn in 
the Rubikon dungeon when he's killed, 
and he'll be armed and waiting for the 
player to show up. He's present in the 
Rubikon dungeon only when it's played 
at its hardest difficulty setting. 


DUS+MEN 


A faction devoted to reaching the state 
of True Death (oblivion), the Dustmen 
believe that this life is a cruel purga- 
tory that they can escape only by 
divesting themselves of passions and 
any other attachments to this life. A 
powerful faction in Planescape, the 
Dustmen are responsible for seeing that 
the dead bodies in Sigil and beyond are 
properly interred and sent beyond the 
Eternal Boundary. 


CATEGORY 
Armor Class, 

Hit Points, 

THACO 

Number of Attacks 
DamagelAttack 
‘Special Attacks 
Special Defenses 
XP Valve 


CATEGORY 
‘Armor Class 
Hit Points 
THACO 

Number of Attacks 
DamageJAttack 
Special Attacks 
‘Special Defenses 
XP Value 


Spells only 


‘Spells 


50% resistance to all attacks 
10,000, 


The Dustmen are one of the factions the player can join in Planescape. They have access 
t0 a large number of necromancy spells as well as faction-specific items available nowhere 
else in the game. Note that the statistics presented here are only for a typical Dusuman; 
special individuals may have more hit points or even spell-casting abilities 


GEHRELEFH 


Gehreleths inhabit the prison plane of 
Carceri. Tall, slender creatures with 
protruding jaws and long arms, 
gehreleths looks ungainly and 
awkward-until they attack. Their claws 
can rip through flesh and stone with 
ease, and they never check morale once 
they've chosen a target. 

‘The gehreleths are wicked crea- 
tures that bear a hatred for anything 
other than their own species. They are 
perhaps the worst denizens of the 
Lower Planes. 
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CATEGORY 
Armor Class 
Hit Points 
THACO 


Number of Attacks 3 


DamageJAttack 
Special Attacks 
Special Defenses, 


XP Value 


2-20 Stashing | 
None. 


100% acid and poison 
resistance; 50% fire and cold 
resistance: 50% magic 
resistance; +1 Weapons needed 
whit 


‚000 
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_GHOUL 


(Ghouls were once human; now they're 
undead creatures that feed on corpses. 
Hunched, frail-looking things covered 
with grave mold and the shreds of their 
mortal clothing, ghouls now roam 
erypts and catacombs, looking for 
food-be it living or dead. 

Unlike the other undead in 
Torment; ghouls exhibit more cunning 
In their attacks, and some of them have 
even mastered speech. When ín doubt, 
approach cautiously and see what a 
ghoul has to say if its not immediately 
hostile. 


The githyanki and the githzerai are the 
remains of a slave race that overthrew 
their masters, the mind flayers. Shorty 
after this rebellion, however, the race 
split into two groups that turned on 
‘each other, eventually becoming the 
githzerai (the followers of Zerthimon) 
and githyanki (the followers of Githl. 
The two groups bear an undying hatred 
for each other despite their common 
ancestors 

Now dwelling on separate Planes, 
the gîthyanki and githzerai are con. 
stamly looking for ways to eradicate 
each other. Indeed, the rift between the 
two groups may never be healed. Ne 
that the stats above apply only to 
common githyanki and githzerai: 
others (such as Dak'kon) may have 
specialized in the fighter or mage arts 
and thus may have more hit points, 
attacks, or even spell-casting ability. 


CATEGORY 
Armor Class 

Hit Points 

THACO 

Number of Attacks 
Damage/Attack 
Special Attacks 
Special Defenses 
XP Valve 


CATEGORY 

Armor Class. 

Hit Points 

THACO 

Number of Attacks. 
Damage/Attack 

Special Attacks 

Special Defenses None 

XP Value 
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1-10 Slashing 
Paralyzation 
None 

15 


VALUE 
6 

n 

18 

1 

1-8 Slashing 
None 

None 

Varies 


GIFHYANKI AND GIFHZERAI 


E 


GLABREZU 


Glabrezus are truc tanar'ri (demons). 
Towering at a height of 15 feet, these 
huge creatures have four limbs: two. 
ending in pincers and two ending in 
talons. 

Imposing stature aside, glabrezus 
rarely engage in combat with mortals: 
they prefer deceit, trickery, and sealing 
evil bargains with others. If a glabrezu 
is angered, however, a victim’s life 
expectancy can be measured in 
seconds. 


GO@DSITAN 


AND GO@DSITAN GUARD 


The Godsmen (also called The Believers 
of the Source) are a Faction that 
perceives everything in life as a test on 
the path to godhood. They constantly 
seek to challenge themselves and. 
others, and they believe that all life 
‘can achieve a greater state of being, 
‘They have established their headquar- 
ters in the Great Foundry. The first 
column of stats is for a typical 
Gadsman; the second is for a Godsman 
guard. 


CATEGORY 
‘Armor Class 

Hit Points 

THACO 

Number of Attacks 
DamagelAttack 
Special Attacks 
Special Defenses 


XP Value 


CATEGORY 
Armor Class 

Hit Points, 

THACO 

Number of Attacks 
DamagelAttack 
Special Attacks 


VALUE 

2 

72 

mn 

3 

3-24 Slashing 
None 


100% resistance to electricity, 
normal fie, and poison; 50% 
resistance to cold, magical fire, 
and gas; 50% magic resistance; 
+2 Weapons needed to hit 


20,000 


VALUE 


Special Defenses 


XP valve 


65/125 


Like the Dustmen and the Sensates, the Godsmen are one of the factions the player can 


join, They have access to a large number of evocation and alte 


on spells as well as 


faction-specific items available nowhere else in the game. Note that the stats presented here 
are only for a typical Godsman; special individuals may have more hit points and spell- 


casting abilities. 
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— GOLEIT, SFONE 


Carved from stone and given the caTecoRY VALUE 
semblance of life, this golem obeys the 


Armor Class 5 
orders of its master without question. 
Although it carries no weapons, it Lid EJ 
rarely needs to, as its punches can THACO 7 
shatter tree trunks and snap human Number of Attacks 1 
beings in two. Damage/Attack 2-20 Crushing 


Golems are Frequently used as 


Special Attacks None 

Special Defenses__ +2 Weapons needed to hit; 
100% resistance to magic, 
electricity, magie fire, and 
magic cold; 0% resistance to 
slashing and missile weapons; 
50% resistance to piercing 
weapons 

XP Value 8,000 


‘guardians or bodyguards for their 
masters. They have no society and no 
will of their own. 


GRILLIG 


The grilig are nasty Outlands predators ___cATEGORY VALUE 
that always hunt creatures tougher Den 5 

than themselves. They never appear 

alone, and always try to ambush oppo- __ Hit Points 35 

nents if at all possible. When attacking, THACD 15 

they lift themselves up on their fore- Number of Atachs 2 

limbs and lash out with their taloned DamageJAttack___1-8 Slashing 4 
legs, raking an opponent for a tremen- Sneu Attis nennen 


Special Attacks None 


Special Defenses__ 100% resistance to piercing and 
slashing weapons 
XP Value 2,300 


dous amount of damage. 

Some speeulate that the grillig 
were born at an angle, for no angular 
weapons will hurt them: piercing, 
slashing, and missile weapons will pass 
right through them as if they didn't 
exist. Always keep some hammers or 
clubs ready when you hear rumors that 
grillig, might be in the area. 
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GRONK 


These huge frog-shaped beasts roam 
the Outlands in small herds. Their thick 
hides make them immune to crushing 
attacks, so be sure you switch to edged 
weapons when fighting them. 

The gronk are so ill-tempered, they 
even hate their own species. lvs 
rumored that if you lick their warty 
hides, you'll gain something-probably 
just the disgust of your allies. 


HARMONIUM 


The equivalent of Planar police officers, 
the Harmonium are a faction devoted 
to making the multiverse more orderly. 
‘They patrol the streets of Sigil looking 
for eriminals and other disruptive 
influences. 

While not common in the lower- 
class sections of the city such as the 
Hive, the Harmonium have a strong 
presence in the Lower Ward and the 
Clerk's Ward. Some criminal acts that 
may have gone unpunished in the Hive 
will not be tolerated in other wards 


LEIIURE 


The weakest of the baatezu, lemures are 
grotesque blobs, their flesh running 
down their bodies like melting wax. 
You'll encounter them mostly on the 
first plane of Baator, Avernus. 

Lemures are mindless wretches 
that will attack anything in sight 
except for other baatezu. While mot 
particularly dangerous by themselves, a 
group of them accompanied by other, 
more powerful baatezu can be an 
unwanted complication. 


CATEGORY 

Armor Class 

Hit Points 

THACO 

Number of Attacks 
Damage Attack 
Special Attacks 
Special Defenses 


xv. 


CATEGORY 


Hit Points, 
THAC 
Number of Attacks 
DamagelAttack 
Special Attacks. 


Special Defenses 


XP Valve 


CATEGORY 
Armor Class 

Hit Points 

THACD 

Number of Attacks 
DamageJAttack 
Special Attacks 
Special Defenses, 


XP Value 


2-16 Slashing 


VALUE 


2-16 Crushing 
None 

90% resistance to crushing 
weapons 

270 


12 


None 
None 


VALUE 

7 

10-16 

EN 

1 

1-7 Slashing. 
None 


100% resistance to normal fire, 
magical fire, and poison; 50% 

resistance to cold, magic cold, 

and gas; regeneration 


120 
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Lim- LIM 


These capering creatures resemble a 
crass between fleas and frogs with 
small, tiny eyes. They can leap as far 
as 15 feet when prodded with hot 
coals. 

Lim-lims generally serve as food 
for other creatures. They're rarely a 
threat to anyone, and they1l fight only 
im self-defense 


LOFHAR 


Also called Master of the Bones, this 
powerful priest makes his home in the 
Lower Ward in an underground lair 
called tie Bones of the Night. Lothar 
colleets skulls from Sigil's catacombs 
and the Planes and uses them as 
horrifie library to formation 
about Planescape. 

Lothar employs wererats as 
servants and often sends them to 
pluuder the catacombs in search of 
valuable skulls. He cannot be defeated. 
he's insulated himself against almost 
every form of assault imayginable. 
‘Attacking him is almost certain death, 


MERCYKILLER 


While the Harmonium is concerned 
with keeping order, the Mercykillers are 
a Faction devoted to justice. Although 
the player cannot join the Mercykiller 
faction in Tormeni, he may gain a 
Mercykiller as a party member 
(Vhailor]. 

The stats listed above are for a 
ard Mercykiller. You may bump 
into others who have greater combat 
abilities and more hit points. 


CATEGORY VALUE 
Armor Class E 

Hit Points El 
THACO 20 


Number of Attacks 1 
Damage/Attack 1 


Piercing 


Special Attacks None 
None 
10 


CATEGORY 


Armor Class 
Hit Points 
THACO 
Number of Attacks 1 
DamagelAttack N/A 


Special Attacks Spells 
Special Defenses__ immunity to all attacks 
XP Value N/A 

CATEGORY VALUE 

Armor Class. 

Hit Points 

THACO 18 


Number of Attacks 
Damage/Attack 1-8 Slast 
Special Attacks None 


Special Defenses__None 
XP Valve Varies 
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M@DRON, QUADRONE 


Hailing from the clockwork plane of 
‘Mechanus, quadrone modrons are 
sentient geometrie shapes that see 

the Planes in terms of total logic. 
Relatively harmless unless atracked, 
quadrones can often provide a unique 
perspective on the workings of the 
Planes. 

Some of the modrons in Torment 
have suffered from exposure to the 
Plane's chaotic elements, disrupting 
their logical perspective. 


NUPPERIB® 


Slightly higher in station than the 
lemures of Baator, nupperibos look 
much like the lemures but are even less 
defined. In many ways, they resemble a 
large, walking bowl of porridge with 
fangs and claws. Like the lemures, they 
will attack any non-baatezu without 
hesitation. 

There's a rumor that the nupperibo 
are not true baatezu, but are in fact the 
remains of a race that inhabited the 
Lower Planes before the coming of the 
baatezu, 


RAVEL (NIGH+ 


Sooner of later, you'Il meet up with 
‘one of the most dangerous night hags 
the Planes have ever known: a Gray 
Sister known as Ravel. Heralding from 
the Gray Waste, night hags make their 
living by herding evil souls (larva) 
across the Planes and selling them to 
various evil creatures on the Lower 
Planes, 

Ravel is far more powerful than 
most night hags ìn Planescape. You 
don't need to fight her, but if you do, 
make sure you're armed with à number 
of fast-striking weapons so you can try 
to disrupt her spell-casting abilities. 
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CATEGORY VALUE 
Armor Class 4 

Hit Points 28 
THACO u 
Number of Attacks 1 
Damage/Attack 


Special Attacks None 
Special Defenses__None 
XP Valve 650 


CATEGORY 
il 
Hit Points 

THAC 
Number of Attacks 2 
Damage/At 
Special Attachs None 


Special Defenses. 


100% resistance to normal fre, 
magical fire, and poison; 50%. 
resistance to cold and gas; 
regeneration. 


XP Value Ten 
HAG) 

CATEGORY VALUE 

DamagelAttack __ 2-12 Slashing 


Special Attacks Poison, 
Special Defenses. 


pels 
100% gas, cold, and poison 
resistance; 65% magic 
resistance; 50% resistance to 
all physical attacks 

32.000 


XP Value 
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— SHADOW, LESSER 


These mysterious creatures seem MEDE ALE 
content to watch your character from AmneGas 

afar without engaging him in combat. Hit Points 2 
Their presence and their interest in you _THACO 1 

are unknown. Number of Attacks 


The lesser shadows appear to 


Damage/Attack 2-8 Slash 
be both vaguely male and female. eN 


‘Special Attacks Strength Drain 


with protruding bellies and long, 


Höwing TIF Special Defenses__100% resistance to cold and 
magie cold, +1 weapons needed 
vorhit 

XP Valve 420 

SHADOW, GREATER 

Greater, more dangerous shadows, CATEGORY VALWE 

these creatures are far more aggressive armor Cin 5 

‚nd will seek to attack your party EE 

whenever the opportunity presents Hit Points 42 

itself. They have more hit points and THACO 14 

do more damage with their attacks Number of Attacks 1 

than the lesser shadows. DamagelAttack___2-8 Slashing 

Unlike the lesser shadows, these Secar Attacks Smit Dian 


Special Attacks Strength Drain 


Special Defenses__100% resistance to cold and 
magic cold; +1 Weapons 


beasties are more combat-oriented, 
with sharper talans and à vicious 


disposition. While the lesser shadows necded to hit 
seem to serve as scouts, these TTR == 
soldiers en: 
SHADOWS, SHADES 
You'll encounter these huge shadows CATEGORY VALUE 
only when you're near the game's Taner Cas 5 
climax. Even a few of these towering 
shades of blackness can prove more ls Lr 
than a match for any party ACD lä 
A competent party can defeat one __Number of Attacks 1 
of these creatures, but when they Damage/Attack 16 Slashing 


attack en masse, keep as many arca 5 
ed per 

effect spells handy as possible. You’ 

need to wipe out as many of these 

“super shadows 

you can. 


tracks Strength Drain 


Special Defenses _ 100% resistance to cold and 
magic cold; +2 Weapons 
as you can, as fast as needed to hit 


XP Value 1,500 
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SKELETON 


‘These are skeletons of dead humanoids 
animated by necromancy. Priests or 
Dustmen typically use skeletons as 
servants. They are capable of simple 
tasks, and are frequently used as custo- 
dians or guardians. 

Skeletons are immune to cold and 
take half-damage from edged weapons. 
Use fists, clubs, or hammers when 
fighting hem. 


CATEGORY VALUE 

Armor Class, 8 

Hit Points 5 fj 
THACO 1 


Number of Attacks 


Damage/Attack 
‘Special Attacks 
Special Defenses 


SKELETON, GIAN+H 


These enormous skeletons lurk in both 
the Mortuary and the Catacombs 
beneath Sigil. They're monstrously 
huge, and the only advantage you have 
over them is that their attacks aren't 
likely to be as fast as yours 

Like their smaller cousins, giant 
skeletons are immune to cold and take 
half-damage from edged weapons. Use 
your fists, clubs or hammers when 
fighting them. Or run. 


SOHMIEN 


Shadowy steeds with great spines 
protruding from their shoulder blades, 
the sohmien are rumored to have been 
bom from the spilled blood of a night- 
mare lord. They prefer to weaken a 
target by firing their spines, then close 
in and trample them to death. 

Once every scason, the sohmien 
ride across the Outlands. During that 
ride, any priest or mage of sufficient 
power who desires vengeance on 
another can summon them. 
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amtacks 
XP valve 65 

CATEGORY VALUE 

Armor Class 2 

Hit Points, 8 

THACO 15 

Number of Attacks 1 
Damage/Attack 2-16 Slashing 
Special Attacks None 


Special Defenses 


6 Crushing 
None 


100% immunity to cold attacks; 
50% resistance to piercing 


100% immunity to cold attacks, 
50% resistance to piercing, 
stashing, and missie attacks 


XP Valve 650 Ef 
CATEGORY VALWE 
‘Armor Class 6 
Points 20 
THACO 18 
Number of Attacks 1 
Damage/Attack 16 Piercing 
Special Attacks None 
Special Defenses_None 
XP Vale 1.000 
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—_ THOKOLA 


Huge brutes that roam the Outlands in 
nomadie tribes, the thokola are an 
unpleasant species. Aggressive, ill- 
tempered, and with little in the way of 
brains or culture, they usually seek to 
smash any creature that irritates them. 

Thokola can be found walking the 
streets of Sigil but are far more 
‘common in the Outlands. Unless you're 
looking for a fight, it's best to give 
them a wide berth 


THUGS 


Thugs fill almost every corner of 
Planescape. Some will instantly try to 
attack you: others may lie in wait, 
measuring your back for a dagger. Note 
that the statistics presented below are 
for normal thugs: some thugs that you 
square off against may be considerably 
wougher 

Keep in mind that not everyone 
who looks like a thug may be one. Ia 
thug is not immediately hostile, it 
might be worth your while to trade 
some words with him before leaping to 
the attack 


TIEFLING 


Just as the aasimar have a trace of 
angelic blaod in their veins, tieflings 
ce the blood of fends running 
through their badies. This trait usually 
gives them a minor physical mutation 
or a strange, otherworldly look. 
Despite their heritage, tieflings are 
not necessarily hostile, and they may 
know much more about the Planes 
than some of the more conventional 
humans you encounter. The stats above 
are for a normal tiefling; you may find 
others with better weapons, more hit 
points, and even spell-casting abilities. 


CATEGORY VALUE 
Armor Class EN 
Hit Points 42 
THACO 1e 


Number of Attacks 2 
Damage/Attack 2-16 Piercing 
Special Attacks___None 

Special Defenses__None 

XP Value 


CATEGORY VALUE 
Armor Class El 

Hit Points 12 
THACO El 
Number of Attacks 1 


Damage/Attack 1-6 Stashing 


Special Attacks None 
Special Defenses__None 


XP Valve Varies. 
CATEGORY VALUE 
Armor Class. 8 

Hit Points 5 
THACO 19 


Number of Attacks 1 


DamagelAttack 1-4 Slashing 


Special Attacks __ None 
Special Defenses__None 
XP Valve Varies. 
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TOWNSPEOPLE, CURS+ 


The inhabitants of the prison town of 
Curst are a traitorous, backstabbing 
bunch. Be careful when speaking to 
them, and don’t let down your guard 
these individuals are in à prison town 
for a reason, you know. 

The stats listed here are for a stan- 
dard inhabitant of Curst. Some citizens 
may have greater abilities than those 
indicated. 


TOWNSPEOPLE, 


The slum dwellers of the Hive aren't a 
friendly lot. They range from being 
fearful to threatening to kill you if you 
stay and talk to them too long, The 
dangers of living in the Hive have 
made these individuals wary of anyone 
they meet. 

As with the stats for the Curst 
townspeople, the information listed 
here is for a normal Hive dweller. Some 
townies may be à lot tougher. 


TOWNSPEOPLE, 


‘These townspeople are high-brow. They 
may be suspicious and fearful of you at 
first (after all, you are a huge, scarred 
individual who looks like he's died a 
few times), but characters with à high 
‘Charisma may be able to wheedle some 
conversation out of them. 

As with the Hive townspeople, 
the stats listed here are for à normal 
Upper Class citizen. A few of these 
townsfolk will be cut from even finer 
cloth and will have better stats than 
those shown here. 
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CATEGORY VALUE 
Armor Class 8 

Hit Points 5 
THACO 19 


Number of Attacks 1 
DamagelAttack 


Special Attacks None 


Special Defenses__None 


KP valde Varies 
HIVE 

CATEGORY VALUE 

aar Das 
| 
THACO — LEET 
Number of Attacks 1 | 
DamagelAtack 1-4 Slang 


Special Attacks None 


Special Defenses__None 


HP Vale Vaes 
UPPER CLASS 
CATEGORY VALUE 

Amoras “0 

Hi Pots 

THACO 20 


Number of Atachs 1 
DamagelAttack 1-35 
Special Attacis___None 
Special Def None 
XP valse Varies 


3 Slash 
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— TRANSCENDENT ONE 


‘This ethereal adversary has spent CATEGORY 
millennia learning the ways of combat 


À pe Armor Class 
and enhancing its spell-casting abili- 
ties. Its stats will vary depending on He Points. 
your course through the game. See THACO 5 
Chapter 10 for all the details. Number of Attacks 1 
Outside of the Lady of Pain, the DamagelAttack 4-40 Slashing 


Transcendent One is perhaps the most 


Special Attacks Spelis 
‘dangerous figure in Torment. Read our en ze 


5 5 Special Defenses__ Regeneration, 100% resistance 
strategies for dealing with him in the Oo orranl ul end on 


final chapter (Chapter 16) of the walk- DAW esse bied maid 
through, cold, missiles, and magic fire, 
50% resistance to all other 
physical attacks, 25% resistance 
to electrichty, 20% resistance to 
magie 
XP Value 54.000 


TRELON 


These shadovey reptilian beasts have à___ CATEGORY VALVE 
selssors-like attack, Inhabiting the 


Armor Class 8 
Outlands, the trelons seem to bear a, Ke mn 
special hatred for mages, and will HiPolats 49} 
attack them over other opponents. THACO u 

No one's quite sure where the Number of Attacks 2 
trelons originated. They are reportedly__Damage/Attack _ 1-8 Piercing 
used as weapons against rival mage pech Aad Nodf 


schools, as they are immune to a 
number of spells and seem to have 
the ability to move through shadows 
at will. 


Special Defenses__ 95% magic resistance, 
25% resistance to piercing and 
missile attacks. 


XP Value 1,000 
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TRIAS (DEVAS) 


“Trias is a deva trapped in Curst. Devas 
are the Planescape equivalent of 
angels; they inhabit the good-aligned 
Outer Planes. Heroic, generous, and 
mighty warriors, they can be powerful 
allies against any fiends or other forces 
of evil you encounte 

Bear in mind that while devas are 
messengers of good, they're not above 
delivering their edicts on the points of 
their swords. 


TRICHA 


These colorful birds resemble a cross 
between raptors and ostriches. They're 
basically harmless, and serve as food. 
for many of the creatures in the 
Oudands. 

No one's quite sure where the 
tricha came from. Some Planar scholars 
say that the species originated in 
Arborea, but this has never been 
proven. 


TRIGI+ 


‘When Ravel was imprisoned in one of 
the Lady's mazes, she brought a 
number of small black-barbed seeds 
with her, caught ín her hair. Over the 
centuries of imprisonment, she grew 
the seeds in the maze, covering the 
labyrinth with monstrous black-barbed 
trees, From these trees, the trigits were 
born. They regard anyone in the maze 
as intruders, and will try to kill them 
on sight. 

Ws likely that Ravel created the 
trigit on a whim, but she doesn't seem 
to use them as servants so much as 
company. 
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CATEGORY VALUE 
Armor Class. 5 

Hit Points 150 
THA El 


Number of Attacks 3 
Damage/Attack _ 3-18 Slashing, 

3-18 Fire Damage 
Special Attacks Spells 


Special Defenses 100% resistance to gas and 


poison; 70% magic resistance; 
50% resistance to cold, acid, 
and electricity; #2 Weapons 


needed to hit 
XP Valve 20000 

CATEGORY VALUE 

Armor Class. 8 


Hit Points 
|ACO 
umber of Attacks 1 | 
Damage/Attack 1-7 Piercing 

Special Attacks None 
Special Defenses__ None 


CATEGORY VALUE 
Amoras 5 
Hiefoms 
TACO u 
Number of Atc 1 7 
DamagelAttack 2-16 Crushing 


Special Attacks None 


Special Defenses 25% resistance to fire; 50%. 
resistance to piercing, crushing, 


and missie attacks 
XP Value 420 


5@ 


— TROCOPOFOCA 


The Planescape equivalent of croco- 
diles, these beasts inhabit the Weeping 
Stone Catacombs in large numbers, 
drawn there by the ambient moisture. 
They're fiercely territorial, and will 


attack anything invading their territory. 


The trocopotaca are slow, and you 
can outrun them if you're getting over- 
whelmed. They attack by goring oppo- 
ents with their tusks 


TUSCAITIPA 


These vicious, tusked beasts are just 
bad news, No one's certain where 
they’re from or how they ended up on 
the Outlands, but they have a vicious 
streak several leagues wide 

Tuscampa do a horrendous amount 
of damage as they bore an opponent 
The best thing to do is 
them from a distance b 


fore 


VARGOUILLE 


Vargouiles are ghoulish disembodied 
heads with bat wings sprouting from 
their temples. They inhabit the cata- 
‘combs in large numbers, attacking any 
Collectors or anyone else foolish 
enough to enter the arca 

Is said that the bite of the 
uilles can turn a humanoid into 
another vargouille. Within à few days 
of being bitten, the victim's head splits 
from his body and becomes one of 
these ghastly creatures. 


CATEGORY 
Armor Class 


Hit Points 


THACD 


Number of Attacks 


DamagelAttack 
Special Attacks 
‘Special Defenses 


2-16 Piercing, 
None 


Special Defenses 35% resistance to crushing 


XP Value 


CATEGORY 


Armor Class. 


Hi Pam 
THACD_— 
Number of Atacis 
DamagelAtack 
Special Aracis 
Special Defenses 
Xe vale 


CATEGORY 
Armor Class 

Hit Points 

THACO 

Number of Attacks 
Damage/Attack 
Special Attacks 
Special 
XP Value 


fenses 
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attacks; 20% resistance to 
missile and piercing attacks 


850 


VALUE 


u, 

1-6 Piercing 
Cause fear 
None 

200 


VRISCHIKA (ERINYES) 


Vrischika is an erinyes who inhabits an 
importer’s shop in the Clerk's Ward. 
Erinyes are lesser baatezu that, unlike 
most of their devilish race, actually 
appear as attractive females with large 
feathery wings. They serve much the 
same role as succubi do for the tanar'ri 
in tempting mortals and damning their 
souls to the Abyss. 

This fiery seductress will seek to 
tempt you rather than attack you, Be 
on your guard, and you may be able to. 
get something from her without 
crossing blades. 


WERERAF 


“The weakest and most cunning of 
Iycanthropes, most of the wererats in 
Torment have bent their knee and 
swom fealty to the cranium rats or 
Lothar. White not exceptionally tough, 
the wererats” Iycanthropy gives them. 
immunity to all normal weapons 

When fighting wererats, use spells 
to mow them down and keep a silver 
or magical weapon handy for close- 
quarters combat. One of the wererat 
bosses (Mantuok, described below) has 
spell-casting abilities and more hit 
points than standard wererats. 


CATEGORY 
Armor Class 
Points 

THACO 

Number of Attacks 
Damage/Attack 
Special Attacks 
Special Defenses 


CATEGORY 

Armor Class 

Hit Points 

THACO 

Number of Attacks 
DamagelAttack 
Special Attachs 


VALUE 


Siashing 
None 


10099 resistance to normal fire, 
magical fire, and poison; 50% 
resistance to cold and gas; 

«1 Weapons needed to hit 


7.000 


Piercing 
None 


Special Defenses 
XP Value 


+1 Weapons needed 
420 


WERERAF, TANFUOK er 


‘This sniveling, alcoholic wererat is 
subservient when his masters are near 
‘but sinister and blustering when he's 
left to lord over his own servants. 
Once a former hedge wizard in the 
Hive, Mantuok was taught the magical 
arts by the Pestilential Tome and has 
access to a number of wizard spells. 
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CATEGORY 
Armor Class — 
Hit Points 
THACO 
Number of Attachs 


Damage/Attack 
Special Attacks 
Special Defenses, 


XP Value 


VALUE 
4 

25 

16 

1 

1-12 Piercing 
Spells 


+1 Weapons needed 
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— WOR, LARVAL 


‘These worms are all that remains of 
evil souls ensnared by the night hags 
and twisted into larva-like shapes. They 
attack with their bite or by spiting 
acid at an opponent. 

You'll meet these creatures mainly 
in UnderSigil, the dungeons beneath 
the Clerk's Ward. (See Chapter 10 for 
more information about UnderSigi.) 


ZOMBIE 


Aside from Morte, these shuffling 
‘corpses are likely to be the first crea 
tures you encounter in Torment. The 
majority of them are simple-minded, 
non-hostile custodians. When you gaîn 
the Stories-Bones-Tell ability, speak vo 
as many zombies as you can: The 
spirits of these lurching bodies can 
share a great deal of information 

with you, 

When fighting zombies, take 
advantage of their inability to run. IF 
they're overwhelming your party, ran 
away 10 a safe distance, heal up, and 
try to pelt them with distance attacks. 
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CATEGORY 
Armor Class 


Hit Points 


THACO 


Number of Attacks 2 

DamagelAttack 

Special Attacks 
Special Defenses 


XP Value 


CATEGORY 
Armor Class 
Hit Points. 
THACD 


VALUE 
5 
23-28 
u 


Acid 
None 
100% 
240 


VALUE 
El 

12 

18 


Number of Attacks 1 
DamagelAttack 1-8 Crushing 


Special Attacks 


None. 


resistance 


Special Defenses 


XP Value 


100% resistance to cold 


E 


the right items and tools, 
‚ You need to know what 


— WEAPONS 


‘Some of the people and beasts you meet will be Triendly; most are nat. To vanquish some 
of the unfriendly types you run up against, you’ll need to know your way around weapons. 
Weapons have à couple of extra bits of information that other items don’t have. 
Following the name of each weapon is its Speed Factor. This is a measure of how fast you 
can attack with that weapon-the lower the Speed Factor, the faster the weapon attacks. The 
next column to the right shows how many points of damage a weapon can inflict. Weapon 
damage ís shown as a range of damage points followed by a letter that tells you what kind 
of damage the weapon does. The Notes list any special bonuses that the weapon might have 
Weapons can inflict one of three damage types, each represented by a letter code 
WS, P, or C): 


® slashing: Slashing damage is usually dealt by bladed weapons. Targets wearing 
only light armor can often be cut to ribbons by slashing weapons. 

® Piercing: Piercing weapons are used to skewer an opponent. These weapons are 
useful for poking through a weak spot in even the heaviest defensive armor. 


® Crushing: Crushing and bashing weapons work well against enemies in both light 
and heavy armor since the pounding blows of à crushing weapon make themselves 
felt even through thick padding, 
Many weapons have abbreviations in the Notes that look like —1AC, +2 THACO. Here's 
what those mean 


® Magical means that you can use this weapon to attack creatures harmed only by 
magical weapons. 

AC mi 
'THACO is To Hit Armor Class 0 (zero). A bonus to this stat means that you have a 
better chance to hit an opponent when you use this weapon. 


ns Armor Class-how hard you are to hit 


ighters Only means that only a fighter may use this weapon. Some weapons may 

be usable by everyone ercept a certain class as well 

Without à weapon, you're in trouble, but not just 

any weapon will do the trick. Some critters can be 

affected only by magical 

weapons, so make sure you 

have the right weapon for 
ome wearons may wave sotu aenerits ano the particular mayhem you 

perniments—ron instance, mey micnt se have in mind. 

Manpento wit witw, aut oo mont oamact 


wwen twey oo wit, nememBen to Look at a 
weapons comruete stats seront DECioine 
wwat to witLo. 
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KARACH BLADE 


Your companion Dak'kon possesses a blade that's shaped by his thoughts: 
Its strength and powers vary depending on his level and his emotional state 
(see the “Alies” section in Chapter 2 for more information on the require- 
ments for each blade). When Dak'kon is calm in heart and spirit, his blade 
will change to reflect this state. When his heart has been poisoned by your 

KARBEN __ actions, his blade will match this condition, too. 

BLADE You'll see three versions of the blade for each of Dak'kon's emotional 

states. All of them bear the same name, but they have different statistics. 


NAME ENCHANTMENT _ DAMAGE AC BONUS’ 
KIN-STEALER 1 Mij 3105 Mij 
NOTES: 1st Level 

STREAMING BLADE 1 2-05 … 
NOTES: 2 1st Level 

ENCHAINED BLADE 1 … 2-85 Ml 
NOTES: #1 Ist Level 

KIN=STEALER 2 +2 4165 " 
NOTES: +2 Ist Level 

STREAMING BLADE 2 +2 4125 +2 
NOTES: #2 1st Level, «1 2nd Level 

ENCHAINED BLADE 2 +2 4125 14 
NOTES: 2 Ist Level, +1 2nd Level 

KIN-STEALER 3 3 6-245 +2 
NOTES: 42 Ist Level 

STREAMING BLADE 3 KJ 4-205 13 
NOTES: 2 Ist Level, «2 2nd Level, «1 Ard Level 

ENCHAINED BLADE 3 3 4-205 6 


NOTES: #2 Ist Level, +1 2nd Level 5 


TRIAS’ SW@RD 


Trias’ blade, Celestial Fire, is devastating in his hands-and in yours. When 
you claim it from him, you gain the ability to change it into a weapon of 
your choice. However, you can do this only once, so choose carefully. The 
possibilities are listed below: 


Taias’ 
SWORD 
(cerestiar 
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NAME SPEED DAMAGE ENCHANTMENT WEIGHT 


AXE ES 3185 43 5 
NOTES: +10 fire damage, +10% resistance to 

slashing attacks, +2 THACO, +2 AC 

CLUB 3 EET TEE) 5 
NOTES: +10 fire damage, +10% resistance to 

crushing attacks, +2 THACO, +2 AC 

DAGGER 3 3185 43 5 
NOTES: + 10 fire damage, +10% resistance to 

piercing attacks, +2 THACO, +2 AC 

GAUNTLEIS 3 38e 43 5 
NOTES: +10 fire damage, +10% resistance to 

crushing attacks, +2 THACO, +2 AC 

HAMMER 3 318C 43 5 
NOTES: +10 fire damage, +10% resistance to 

crushing attacks, +2 THACO, +2 AC 


AXES 


Ir yod want to cut some of your larger opponents down to size, try an axe. Some of the most 
fearsome weapons in the game are axes-many of which can inflict huge gaping wounds. 


BAttLE AXE OF BUICHEREROF CRESCENT HAtCHET _ HOLLOW AXE 
@varity innocents 
5 


Macicat BattiEAXE BLINDSIDER EDCEOF OBLIVION HatrED's GIFT 


Ze Je 


HEARLGRINDERZ ANTLERAXE stanDarD VHaiLORS 
ORGANGRINDER ATTLEAXE __EXECUHIOMER!S AXE 


(rinat jvocment) 
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AXE OF THE JESTER 


AXE SPEED DAMAGE PRICE WEIGHT 

FACTOR 
BATTLE AXE OF QUALITY 7 2-95 150 8 
NOTES: +1 to hit 
BUTCHERER OF INNOCENTS 6 3-05 1,500 4 
NOTES: +2 Enchantment, +2 to hit, +2 damage, 
heal transfer from target, cannot be used by good 
characters, murder flag dependant 
CRESCENT HATCHET 1 25 3 1 
NOTES: -1 THACO 
HOLLOW AXE 3 1-85 100 5 
NOTES: Better speed than ordinary axe 
ENCHANTED BATTLE AXE 6 2-95 500 4 
NOTES: +1 THACO, Magical 
BLINDSIDER 6 zas 1,500 4 
NOTES: +1 Enchantment, +1 THACO, Magical, 
+2 AC, immunity to blindness 
EDGE OF OBLIVION 8 235 10000 1 
NOTES: +1 THACO. Causes 1-6 Points of 
Cold Damage, 50% Resistance to Normal Cold 
and 25% Resistance to Magical Cold. 
Usable by Vhailor only. 
HATRED'S GIFT 7 3135 10000 7 
NOTES: +2 THACO, Cursed, cannot be used by 
Good characters 
HEARTGRINDER/ORGANGRINDER 6 3-105 1.000 4 
NOTES: +2 THACO, +3 Enchanted 
ANTLER AXE 8 175 3 8 
NOTES: A two-handed axe of very poor quality 
STANDARD BATTLE AXE 7 1-85 5 7 
NOTES: Your average foe-cleaving tool 
VHAILOR'S EXECUTIONER'S AXE 10 5155 25,000 20 
(Final Judgment) 
NOTES: +2 AC, +2 THACO, +1-6 Damage against 
Guilty or Chaotic Creatures. Usable by Vhailor only. 
AXE OF THE JESTER 3 1-25 1 2 
NOTES: +1 Luck, +3 THACO, Gives random 
bonuses to Wisdom and Intelligence. Does 
random damage when it hits (fire, cold, and so on). 

WEAPONS 
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IF a creature is heavily 
armored, a slashing 
weapon may not do as 
much damage as other 
types of weapons. In such 
cases, try switching to a 
erushing weapon. Well 


onty memsens or tue richten cuass can 
use axes. 


show you which ones 
make the biggest crunch. 


CLUBS 


A club describes just about any long, heavy weapon that you can whack someone with. If a, 


‘club is made out of metal, and is designed just for foe-bashing, then it's called a mace. 


a OI 
De 
|| 
Baatervmact sasicwoooencivs contseiime const Lime cv 
hoes 
[ 1 N no Á 
| 
| ; e 
/ L | / A 
PRYBAR_ DEViL'S DVE FIEND FEMUR_ HUMAN LEG BONE 
za Pd | 
| 
Í | 
Ld ja 
jstirier MoRMAL CLUB _PHAROD'S WOoDEN _POORPVALITY 
crUtcH mace 


Ln 


VROCK CLUB 


6o ving CHAPTER 5: GEAR 


BASHER SPEED DAMAGE _ PRICE WEIGHT 


FACTOR 
BAATEZU MACE 6 3-2C 500 10 
NOTES: +1 THACO, nanmagical, +1 to hit 

BASIC WOODEN CLUB s 1-6C o 3 
CORPSE LIMB #985 4 1-6C o 3 
NOTES: Not just any old corpse limb 

this one's numbered! 

CORPSE IMB CLUB — E 4 L-6C o 3 
PRYBAR 4 1-6C 2 3 
DEVILS DUE : 2-8C 2,500 : 


NOTES: Magical, Talking, +2 AC vs. piercing 
attacks, +1 THACO, Acid Damage to target 

and player when used. 

FIEND FEMUR 4 3-8C 5000 4 
NOTES: +2 THACO, not usable by Lawful or 

Good characters 

HUMAN LEG BONE : 1-6C 0 2 
NOTES: 20 times max. usage before it breaks 
JUSTIFIER 

NOTES: Magical, talking 

MACE 

NOTES: Standard mace 
NORMAL CLUB 

NOTES: Not terribly exclusive 
PHAROD'S WOODEN CRUTCH 
NOTES: +1 THACO 
POOR-QUALITY MACE 

NOTES: An off-brand mace, -1 THACO 
VROCK CLUB 
NOTES: +2 THACO 


joisons tar 


Clubs are great for smashing 
people, but they don't allow the 
wielder to demonstrate much in the 
way of artistry. For that you'll need a 
better tool. 


HAMERS 


Any thug can swing a club, but using 
a hammer is a mark of distinction 
Just as axes are effective slashing 
weapons, hammers are among the 
most powerful crushing weapons in 


pmar9o's woopen caytcn is mone twan 
ivst a +1 wearon; it atso DovsLes as a 
Porta KEr to mis winnen vauLt. 
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the game. When an opponents having difficulty understanding where you're coming From, 


these weapons can drive the poïnt home. Only members of the fighter class can use 


hammers. 3 
srimstone Hammer Hammeror HammeRor 
Hammer comminvtion 
__macic maut normat SLEDGEHAMMER 
SLEDGEMAMMER HAMMER (Hicm ovarity) 
SLEDGEMAMMER  SLEDGEMAMMER _ WARNAMMER roousmiten 
(norman woor ovaritv 
HAMMER SPEED DAMAGE PRICE WEIGHT 
FACTOR 
BRIMSTONE HAMMER Y 2-9C 1,000 5 
NOTES: +1 Enchantment, +1 THACO. Does 
additional 4 hit points of fie damage, grants 
250 resistance to fire. 
HAMMER 6 1-6C 2 G 
HAMMER OF COMMINUTION 10 4-14 1,000 10 
NOTES: +2 THACO, Magical, Strength 
HAMMER OF QUALITY 6 2-5C 50 6 
NOTES: +1 THACO 
MAGIC SLEDGEHAMMER 7 29C 500 5 
NOTES: +1 THACO, Magical 
MAUL 6 14C 3 
{ NORMAL HAMMER 6 25/4 C 2 
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HAMMER. SPEED DAMAGE _ PRICE WEIGHT 
FACTOR 

SILVER-HEADED HAMMER 6 1-4 100 B 

NOTES: Silver 

SLEDGEHAMMER (High-Quslity} El 9 
SLEDGEHAMMER (Normal) 8 Tann 
SLEDGEHAMMER (Poor) 8 0 
WAR HAMMER 6 7 
(FOOLSMITER 10 15 


NOTES: +2 THACO, Magical, indestructible 


DAGGERS AND 


OFHER SHABBING WEAPONS 


‘Often a weapon of last resort, the dagger has received 
lightning-fast weapons are let 


4 


ADAMN'S DAGGER 


BLape or 
tue Immoatat 


8 


all and 


bad rep. Yet, these 
d expert like you. 


Pd 
Í | 
Ì 

Chaos FEATHER 


rieno’s BLooD GrEEnSteeL GREEN StEELKNIFE HIGH Ovalitv 
DAGGER_ DAGGER_ stitetto 
he Si al 
| i 
p | | 
| 
VA | | 
IRON sPiKE jacceo knie _ kaartac’s Knire Knie 
s 
en 


VEAONS pre 


AAE 


Last RESORT map sPLinter_ wipowmaker 


Ô 


NORMAL DACGER  POOR-PVALItY RAVEL'S FINGERDAIL RUNEBLADE 


stivetto 
RUStY DACGER scaureL Smalt StEELFORK — steaK «Nie 
stitetto __ sworp or wurynn _ uwings Knire BONE DACGER_ 
] 
notcneo Prantom SILVER 
pace DaccER_ Kitcmen knire 
DAGGERS SPEED DAMAGE PRICE WEIGHT 
FACTOR 
y ADAHN'S DAGGER 1 z5P soo o 
NOTES: 1-4 + Piercing: Silver. Magical 
{ BLADE OF THE IMMORTAL 1 zac o o 


NOTES: Usable only by Nameless One 
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DAGGERS SPEED DAMAGE _ PRICE WEIGHT 


CHAOS FEATHER 2 2-5P 5,000 1 
NOTES: Magical, induces panic; 

no Strength bonus to damage. +1 THACO, 

Fragile (Breakable). 

ENTROPIC BLADE 1 23-245 10000 o 
NOTES: Talking weapon, +2 THACO, Magical, Silver, 

Cold Iron, +2 Enchantment. Can be switched into 

a hammer, axe, a pair of gauntiets, or a club. 

FIEND'S BLOOD DAGGER 3 3-aP 1 1 
NOTES: -4 to all Saving Throws vs. Spells, makes 

character Berserk, +2 THACO, Cursed. Poisons target 


GREEN STEEL DAGGER J 2-sP 15 o 
GREEN STEEL KNIFE 2 Ap 1o o 
HIGH-QUALITY STILETTO 1 1-4p El 1 
IRON SPIKE 2 ap o 2 
JAGGED KNIFE 2 135 1 1 
NOTES: No special abilities 

KAARLAC'S KNIFE 1 135 500 1 
NOTES: Magical, doubles number of 1st-level 

spells memorized 

KNIFE 2 ap 5 o 
LAST RESORT 1 1-2p o 1 
NOTES: indestructible, Cursed, Enchanted +3 

MAD SPLINTER z zp 5,000 1 


NOTES: +1 Enchanted, Poisons target. 

Magical, Fragile (Breakable) 

BACKBITER 1 z-5P soo 1 
NOTES: Magical, +1 Enchantment, +1 THACO, 

+1 damage, +10% Stealth bonus 

WIDOWMAKER 1 3P 750 1 
NOTES: Magical, +2 Enchantment, +2 THACO, 

+2 damage. Poisons with successful hit, +25% 

resistance to poison. 


NORMAL DAGGER 1 Lap 2 1 
POOR-QUALITY STILETTO 2 1-2P 1 1 
RAVEL'S FINGERNAIL 2 27P 5000 1 
NOTES: Magical, +2 Enchantment, Poisons target 

RUNEBLADE 1 1-4P 750 1 
NOTES: Ms |, -4 THACO, +50% resistance 

to magie 

RUSTY DAGGER 2 ap o 1 


NOTES: Can use 20 times max 


_—  DAGGERS SPEED DAMAGE _ PRICE WEIGHT 


FACTOR 

SCALPEL Ds 1-3P 5 o 
NOTES: Useful for small quests in Mortwary. 

SMALL STEEL FORK z 12e o 1 
NOTES: Quest item 

STEAK KNIFE 2 135 o o 
STILETIO 2 Lap 2 1 
SWORD OF WH'YNN 1 zp 1,000 1 
NOTES: 1short sword, lets user cheat to 

“win game” (rolf credits) 

UHIR'S KNIFE 1 135 1 1 
NOTES: Uhirs “lucky” knife. +1 luck 

BONE DAGGER z 1-6P 400 1 
NOTES: +1 THACO, +1 piercing damage, «1 Enchanted 

NOTCHED DAGGER 2 1-6P 300 1 
NOTES: +2 THACO, +2 piercing damage, +2 Enchanted _ 

PHANTOM DAGGER 2 1-6P 2000 1 


NOTES: +3 THACO, «3 piercing damage, +3 Enchanted. 


FIS AND PUNCHING WEAPONS 


When you want to get even closer to an enemy than you can with a dagger, it's punchin’ 
time. These weapons include not only your bare fist, but also a variety of nasty weapons that 
you can put over your fist to do more damage-including punch-daggers. Punch daggers are 
specialist weapons usable only by fighters and thieves. 

Fist weapons are extraordinarily fast, so they can make up for their lower overall 
damage by allowing you to attack faster. This doesn't mean you should throw away your 
sword, though. 


de 


spiKED GAUNtLEts _Annam’'s PUNCH rist ons cauntuets 
Of OGRE POWER DAGGERS or Renoine 


) PN | 


Gauntiets OF TEETK IRON KNUCKLES PUNCH DACGERS sPIKED GAUNtLEtS 


(cestus) 
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ENCHANTED PUNCH _MAGICPUNCH PUNCH DAGGERS PUNCH DAGGERS 


paccers paccers or moorin or zarsanun 
[ " 
sPiKED siemon Assassin's 
knuekves knuektes knvektes 
FIST WEAPON SPEED DAMAGE PRICE WEIGHT 
FACTOR 
NORMAL FIST DS 13C 0 o 
SPIKED GAUNTLETS OF OGRE POWER 1 4-6P 5,000 2 


NOTES: +3 THACO, Magical, no Strength bonus, 

+1 Enchantment E 

ANNAH'S PUNCH DAGGERS 2 Lap 3 2 
NOTES: These small daggers are attached to the 

front of a pair of brass knuckles.This particular 

pair belongs to Annan. 


FIST IRONS \ din 
(GAUNTLETS OF RENDING 1 1,000 1 
NOTES: +1 THACO, Magical ee, WES 

GAUNTLETS OF TEETH 1 zap 1.000 1 
NOTES: Magical, Cursed, No Strength bonus 

IRON KNUCKLES Ls Lac 1 1 
PUNCH DAGGERS z 1-4P 2 2 
NOTES: These small daggers are attached to 

the front of à pair of brass knuckles. En 
SPIKED GAUNTLETS (Cestus) 1 Lap 5 2 
ENCHANTED PUNCH DAGGERS 2 1-4P 500 2 
NOTES:+1 THACO, Special: +1 piercing damage ee 

MAGIC PUNCH DAGGERS 2 1-4P 1,000 2 
NOTES: +2 THACO, Special: +2 piercing damage 

PUNCH DAGGERS OF MOORIN | 2-8P 4,000 2 


NOTES: +1 THACO, Special: +1 piercing damage. 
+2 AC, +1 Luck, causes Stunning 
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—FIST WEAPON SPEED DAMAGE _ PRICE WEIGHT 
4 FACTOR 
PUNCH DAGGERS OF ZAR'ANUN 2e 3-12 5,000 2 


NOTES: +1 THACO, Special: +2 piercing damage. 
+2 AC, +35% Stealth skill bonus 


SPIKED KNUCKLES 1 1-6P 500 ï 
NOTES: +1 THACO 
SIPHON KNUCKLES 1 1-6P 1,250 1 


NOTES: +2 THACO, Special: transfers hit points 
from target to wielder 


ASSASSIN'S KNUCKLES 1 1-10P 5,000 1 
NOTES: +3 THACO, Special: causes Stunning, 
Silence, Poison. Usable only by Thieves. _ 


CROSSBOW AND BOLS 


Slashing, bashing, and piercing a 


fun, but inflicting damage from a distance has its advan- 
tages. To reach out and touch someone from outside their melee range is a wonderful thing. 

The basic erossbow that you can equip your friendly pet modron with is somewhat 
effective, but adding different types of magical crossbow bolts to your arsenal can vastly 
improve the usefulness of this weapon. Another nifty thing is that your pal can use two of 
these erossbows at the same time. Load up with some special bolts for maximum damage. 

Only Nordom can use these crossbow bolts, IF he's not part of your little band, make 
some extra coin by selling these bolts to the local merchant. 


norpom’s acipic Bouts BOLtsOF ACHERON BOLS OF KESSEK 
cROSsBOW TME DEVOURER 


soLts or __souts or jacceo soLts norpom’s 
waisttine wincine cROSsBOW 
ooom Bots (noRmat) 
í 
RULE OF 5 BOLfS wingcep BoLts ZEPMYR BOLTS 
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BOLTS SPEED DAMAGE _ PRICE WEIGHT 


FACTOR 
ACIDIC BOLTS 10 1c 200 o 
NOTES: 6 points of acid damage 
BOLTS OF ACHERON 1 25C soo o 
NOTES: +1 Enchantment, Stunning 
BOLTS OF KESSEK THE DEVOURER 5 «sp 8,000 o 
NOTES: +2 Weapons, an additional +2 to Hit 
BOLTS OF WHISTLING DOOM 10 416 C 1,000 o 
NOTES: +2 Weapons 
BOLTS OF WINCING 1 zap 2,000 o 
NOTES: +1 Enchantment, +6 Slashing on Impact Li Pr , 
JAGGED BOLTS 10 2-6P 250 o 
NOTES: +1 Enchantment s 
NORDOM'S CROSSBOW BOLTS (Normal) 1 z-5P NIA o 
NOTES: Magical, +1 THACO : d 
RULE OF 3 BOLTS 1 G-1sP 250 
WINGED BOLTS 5 zer 200 
NOTES: +1 to Hit, no Enchantment belen 
ZEPHYR BOLTS 1o z-sP 500 o 


NOTES: +1 THACO 


ARITIOR AND BRACERS 


Your best friend may be your weapon, but your next best friend should be that extra layer of 
protection you're wearing. Armor is often all that stands between you and certain death. 


ARMOR 


Armor in Torment isn't just your stereotypical chainmail links, so keep your &yes open and. 
watch what others are wearing to protect themselves, too. 


al | 


ANNAM'S LEATHER DAK!KON’S pustman ROBES FaLL-FROM- 
vest Ceremonia crace's 
cHain mait cnastity 
ARMOR_ BopicE 
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LOWER PLAnE vmaiLorgs Bopict ortue _ BoDice of tue 
VeRminARMOR _ MERCYKÜLLER GoDLESSPRIEStess PERILOUS OvEST 
(annam) ARMOR 
terkin or twe terkin or twe 


tuiftinc swapow _srazen ROGVE 


ARMOR. PRICE WEIGHT 
ANNAH'S LEATHER VEST o 10 
NOTES: Base AC set to 8 (Leather Armor). Annah only 

DAK'KON'S CEREMONIAL CHAIN MAIL ARMOR o 25 
NOTES: Base AC set to 5, Oak'kon only 

DUSTMAN ROBES 1 

NOTES: No AC bonus. Can be used as a disquïse in the Mortuary 
FALL-FROM-GRACE'S CHASTITY BODICE soo 5 
NOTES: Magical (no special powers) pr 

LOWER PLANE VERMIN ARMOR (Annan) soo 15 
NOTES: Base AC set to 5 (+3 Enchantment) 

VHAILOR'S MERCYKILLER ARMOR 500 75 
NOTES: Vhailor only 


BODICE OF THE GODLESS PRIESTESS 4,000 5 
NOTES: Base AC set to 5. Allows Fall-from-Grace to memorize 

an additional three 1st-level spells and two 2nd-level spells 

per day. Fall-from-Grace only. wl 


BODICE OF THE PERILOUS QUEST 4,000 6 
NOTES: Base AC set to 4. Wearer slowly regenerates. 
Fall-from-Grace only 


JERKIN OF THE FLITTING SHADOW 2,500 8 
NOTES: Base AC set to 6, +15 Pick Pockets, +25 Stealth, 

Annah only. 

JERKIN OF THE BRAZEN ROGUE 3,000 12 


NOTES: Base AC set to 4, +1 THACO. Annah on. 


Not all armor provides a physical barrier against damage. Some armor, like the breast- 
plates deseribed next, gives magical protection from blows. 
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CRACKED BREASFPLAFES 


You wouldn't think à breastplate that's already cracked would inspire much 
confidence in its wearer. Yet, these cracked breastplates provide you with 
magical protection second to none. And if you're a mage, one of these. 
breastplates will actually allow you to learn a new spell 


CRACKED 
ReastPLAtE 

CRACKED BREASTPLATE PRICE WEIGHT 
CRACKED BREASTPLATE (Rune of Lesser Warding) 150 5 
NOTES: Casts Armor …d 
CRACKED BREASTPLATE (Rune of Armoring) 150 5 
NOTES: Casts Armor, allows user to copy Armor spell into spell book — da 
CRACKED BREASTPLATE (Rune of Greater Warding) 150 5 
NOTES: Casts Rune of Greater Warding _ 
CRACKED BREASTPLATE (Rune of Shielding} 150 5 


NOTES: Casts Shield allows user to copy Shield spel into spel! book 


BRACERS AND BRACELEFS 


You can wear a ful magical bracer or bracelet in addition to your other armor. Bracers 
and bracelets give their owner extra protection against some spells, or even against poverty 


DREAD BOND intestinar MacuS GUARD _ TARDISMED SILVER 


PryLactery eractLet 


A 


| é | 
BRONZE, SILVER, MAGUSSMIELD SPIDER BRACELET SMACKLES OF LicHt 
OR GOLD BRACELET 


BRACER OR BRACELET PRICE WEIGHT p 
DREAD BOND 1,500 3 

NOTES: Immunity to Panic, +1 Strength, 1-6 +1 damage to wearer 1 time & 
INTESTINAL PHYLACTERY 2,000 2 


NOTES: +2 base AC, +9 maximum hit points. Can cast Heal spel three times 
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_— BRACER OR BRACELET PRICE WEIGHT 


MAGUS-GUARD 500 2 
NOTES: Sets base AC 6, mages only N 

TARNISHED SILVER BRACELET 125 1 
NOTES: Treasure tem 

BRONZE BRACELET 75 o 
NOTES: Treasure item 

SILVER BRACELET 200 1 
NOTES: Treasure item n 

GOLD BRACELET 350 o 
NOTES: Treasure tem 

MAGUS SHIELD 1,500 2 
NOTES: AC 4, usable only by mages » 4 

SPIDER BRACELET 1.000 o 


NOTES: Special: +259 resistance to all normal attack, +10 base hit points, 
=1 Intelligence, 1 Wisdom. Usable only by thieves 


SHACKLES OF LIGHT 1200 10 
NOTES: Invokes Chain-Ughtning Storm 


LFEIS, BOFH MAGICAL 
AND MUNDANE 


As úseful as magic items are, they may not always be the things you're looking for. Often, 
you cân use mundane, plain, ordinary objects in unforeseen ways to help you in your 
travels, Take these prayer beads, for instance: Someone may be laoking for them—someone 


who can help you. And the very attractive doll? Well, it has a use, too. 
As for Fall-from-Grace's diary, well, it shouldn't be read, but 
1 F Î ] 
$ ) | 
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smamanic ROD ABYSSaL PIPE sapistic Frame scEnt of tme storm 


ITEM PRICE WEIGHT 
PRAYER BEADS 2 ï 
NOTES: Quest item 

LADY OF PAIN DOLL o 1 
NOTES: Allows you to summon the Lady of Pain if you worship it 

You must know about the Lady for this item to be effective. 

FALL-FROM-GRACE'S DIARY o 1 
NOTES: This is just a “flavor” item. 

STEEL BOX o 10 
NOTES: You can get this box from Marin the Hive. Don't open it unless you 

want to tangle with its occupant 

DEAD LIM-LIM o 5 
NOTES: A dead Lim-Lim, 

LEATHER PURSE o o 
NOTES: A leather pouch used to store coins and other valuables. 

CANDLESTICK o 2 


NOTES: This candlestick has seen heavy use. Dents and nicks adomn its 
tamnished surface. 


SOUNDING STONE o 2 
NOTES: A recorder stone you can find in the Fortress of Regrets. 

SHAMANIC ROD 1.000 1 
NOTES; Invokes Magic Missile spell 

ABYSSAL PIPE 750 o 
NOTES: Invokes Cloudkil! spell 

SADISTIC FRAME 200 1 
NOTES: Invokes Pain Mirror spell 

SCENT OF THE STORM 2,500 1 


NOTES: Invokes Acid Storm spel 


‘These objects are good examples of things that don’t seem to have any real use, yet will 
prove valuable to you during your adventures. We've divided up other items that you'll find 
into the sections below, mixing both magical and nonmagical objects within most of the 
categories. 
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(Charms are small tokens that protect the weares against hostile magic, or allow users to 
summon up some magic of their own. Look your best while you protect yourself from hostile 


spells or an empty purse. 
| / P 
L 


gone craam Knot CHARM _ CHARCORL CHARM _ ROACH CHARM 


— CHARIIS 
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ADDER!S TEAR BLoop ry Lesser EmBALmING GREATER 
chaam emsaLmine charm 
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CHARM PRICE 


BONE CHARM 200 
NOTES: +2 to Armor Class, +2 to Armor Class vs. crushing attacks, 15% resistance to 

crushing attacks 

KNOT CHARM 200 
NOTES: Strength Spel, +4 Saving Throw vs. Paralyzation 

CHARCOAL CHARM 250 
NOTES: 50% resistance vs. fire attacks, 25% resistance vs. magical fire attacks 

ROACH CHARM 500 
NOTES: +4 Base Armor Class, +2 vs. crushing attacks, 10% resistance vs crushing attacks 

CORPSE FLY CHARM 100 
NOTES: Invokes Swarm Curse spell 

THRICE-BLIND CHARM 100 
NOTES: Invokes Blindness spell 

DIRTY RAT CHARM 50 
NOTES: +109 Stealth when used, «5% Pickpocket when used, 1 Charisma. Restictions 

This charm can be used only by thieves. 

CRANIUM RAT CHARM 50 
NOTES: +59 to Lore, +596 to Detect Traps, « Intelligence 

CLOT CHARM 50 
NOTES: Heals 9 hit points of damage, 59% resistance to slashing attacks, 10% resistance to 

piercing attacks 

BLOOD CHARM 100 
NOTES: Heals 18 points of damage 

HEART CHARM 200 
NOTES: Heals 27 hit points of damage, sets Fatigue to 0, 10% resistance to slashingattacks, 

200% resistance to piercing attacks 

CEREBRAL PARASITE 750 
NOTES: +3 Intelligence, +1 Wisdom, grants immunity to Fear 

ADDER'S TEAR 250 
NOTES: Invokes Adder's Kiss spell 

BLOOD FLY 250 
NOTES: Heals 3 hit points, grants/boisters regeneration 

CLIPPED COPPER CHARM 100 
NOTES: Grants a shower of a few copper pieces and, temporary +1 Luck 

LESSER EMBALMING CHARM 250 
NOTES: nvokes Embalming. Minor spell three charges. Usable only on Nameless One and Morte 
GREATER EMBALMING CHARM 500 
NOTES: Invokes Embalming, Greater spell, three charges. Usable only on Nameless One 

and Morte. 

CHARM OF INFINITE RECALL 100 


NOTES: Special: Lore skill set to 100% 
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z CIRCLES ©F ZERFHITON 


The Circles of Zerthimon are a set of useful scrolis-though Zerthimon isn't 
the easiest author to read. In Tact, only the Nameless One and, to a lesser 
extent, Dak'kon can read these scrolls. To obtain these items from Dak'kon, 
vou'Il need to be a mage and possess a high Wisdom (progressively higher 
CiRELE OF for each Circle). As you leamn higher levels, you may end up teaching 
zertmimon _pak'kon a thing or two about his own religion. 


CIRCLES OF ZERTHIMON. WEIGHT __ALLOWS USER TO LEARN 
2ND CIRCLE OF ZERTHIMON 1 “Scripture of Steel”; usable by Nameless One only 
IRD CIRCLE OF ZERTHIMON 1 “Sybmerge the Wil"; usable by Nameless One only 
ATH CIRCLE OF ZERTHIMON 1 “Vilquar's Eye”; usable by Nameless One only 
STH CIRCLE OF ZERTHIMON 1 “Power of One”; usable by Nameless One only 
GTH CIRCLE OF ZERTHIMON 1 “Balance in All Things”; usable by Nameless One and 
e Dakkon only 
TH CIRCLE OF ZERTHIMON 1 “Missile of Patience”; usable by Nameless One and / 
_____Dakkonony ï 
BTH CIRCLE OF ZERTHIMON 1 “Zerthimon's Focus”; usable by Nameless One and 


Dak'kon only 


As they're usually cut out of someone's skull, who knows what these eyes have seen? The 


mystical sights of these well-preserved orbs usually give you a heady bonus. Take a closer 
look at these stats for more insight 


D 


nameLess eve or GLass eve ANGLE-LESS EYE 
one's eveBaLL KaLemm’ DARE 


Kalinoscope Eve Eve of vEcna | 


GEAR 
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EYES PRICE 
NAMELESS ONE'S EYEBALL 0 
EVE OF KALEMM'DARR 1,500 
NOTES: Cursed, +2 Charisma, +50 resistance to normal fre, +58 resistance to magical fire, 

45% resistance to gas attacks, +5% resistance to normal cold, #5% resistance to magical cold 
Penalty: 1 Wisdom. 


GLASS EYE 1 
NOTES: 1 to Hit -1 to Damage 
ANGLE-LESS EYE 500 


NOTES: +1 to Hit with all attacks, +1 Armor Class vs. missie attacks, +10% to detect traps 
Penalty: —1 Armor Class vs. crushing attacks 

KALEIDOSCOPE EYE 750 
NOTES: Invokes Chromatic Orb spell when held (9 charges), +1 to all Saving Throws when worn. 

An additional +1 to Saving Throws vs. spells when worn, +5% magic resistance when worn 

Usable by Good creatures only 

EYE OF VECNA o 
NOTES: Cursed. Doubles all 1st-level mage spells, doubles all 2nd-level mage spells. +359. 

magie resistance, +4 Saving Throws vs. Death Magic. Penalty: -3 Wisdom, Penalty’ 

=3 Intelligence, Secret: -4 Luck 


JEWELRY 


‘These magical items may give you partial protection from spells or even allow you to cast 
some of their magic at others. All the most fashionable adventurers make sure that they're 
well outfitted with jewelry before they undertake any serious questing. Take a gander at these 
shiny bits of jewelry to round out your inventory, 


en 
©) \ 


Chaineo-reetm _ coPpen eaRaING stincer tannine 
Earaincs (HoLtow, open) _ oF 5 EaRRinNG 

crimson SPHERE Dustman eaRRING INDEP'S FALL-FROM-GRACE'S 
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COPPER, SILVER, COPPER, SILVER, GODSMEN TOKEN RING OF tue 


OR GOLD EARRING OR GOLD RING TRAVELER_ 
ri Ben 
A 
Ì 
pispracer ring serpent rinG ARKIN'S RING AmBER EaRRINGS 


ai | n 


racceo rine peionanaa's 
wepoinc rine 


rine or 
raLLen stans 


rwistep rine 


JEWELRY PRICE 
CHAINED-TEETH EARRINGS 100 
MOTES: +59 to open locks 


COPPER EARRING (Hollow, Open) 200 
NOTES: Treasure item (unique) 

TRIANGLE/RULE OF 3 EARRING so 
NOTES: Gives 33 copper commons, 3 charges 

STINGER EARRING soo 
NOTES: +2 Armor Class, +2 Arma piercing attacks 


CRIMSON SPHERE EARRING 500 
NOTES: + 10% resistance to fire attacks, „5% resistance to magical fire attacks 
DUSTMAN EARRING 500 


NOTES: +30% resistance to cold, +30% resistance to magical cold, +300 resistance to heat, 
+30% resistance to magical heat, +1 vs. Paralyzation and Death Magic, +1 vs. Mind-Control 
Attacks. Restrictions: Dustmen only 
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JEWELRY PRICE 
INDEPS EARRING 500 
NOTES: +1 Al Saving Throws, additional «1 vs.Paralyztion and Binding, 

‘additional +2 Saves vs. lusons; -2 Saves vs Confusion. Restrictions: Anna only 
FALL-FROM-GRACE'S EARRINGS 500 
NOTES: +1 Saves, +50 magic resistance. Females only. 

COPPER EARRING so 
NOTES: Treasure item 

SILVER EARRING 100 
NOTES: Treasure item 

(GOLD EARRING 200 
NOTES: Treasure item 

COPPER RING 50 
NOTES: Treasure item 

SILVER RING 100 
NOTES: Treasure item 

GOLD RING 200 
NOTES: Treasure item 

GODSMEN TOKEN o 
NOTES: A symbol of trust, and as such, it allows its bearer into the portions of the Foundry 

that are normally off-limits except to the faction’s higher-ups. 

RING OF THE TRAVELER 200 
NOTES: +1 to Armor Class 

DISPLACER RING 1000 
NOTES: +2 to Armor Class 

SERPENT RING 1.000 
NOTES: Special Immune to poison, +330 resistance to magic, +2 Saving Throws vs spelks 

Usable only by thieves. 

ARKIN'S RING ze, 
NOTES: A quest item 

AMBER EARRINGS 1000 
NOTES: +2 to Armor Class, memorize two extra 1st-level spells Usable only by 

a mage or by the Nameless One. 

RING OF FALLEN STARS 4,000 
NOTES: Invokes Meteor Storm Bombardment spell 

RING OF THEX 10000 
NOTES: Special: +20 to Base Hit Points, +4 to Armor Class, +2 to All Saving Throws. 

Usable only by a mage. 

JAGGED RING 1.000 
NOTES: +2 Armor Class. Penalty: Cursed ee 

DEIONARRA'S WEDDING RING o 
NOTES: +3 to All Saving Throws, +3 to Armor Class, +3 to Piercing Armor Class. 

Usable only by Nameless One. 
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JEWELRY {PRICE 


GEHRAISE'S RING 100 
NOTES: +3 to Saving Throws vs. Poison N 
TWISTED RING 100 


NOTES: +1 to Armor Class 


KEYS 


Sometimes the best way to get ahead is to use a key to unlock a portal, rather than just 
tying to bash your way through it. Keys are important items to hang on to. Even when you 
think that you're finished with an area, hold on to the key: Yau never know when you might 
want to revisit a locked section of a map. 


prEPaRatION Montvany Ker MORtUARY Emsauminc 
ROOM KEY sanctum Key Room KEY 
renement Kev Pinas’ KEY restmaLt ROOM KEY vEAD 

nations key 

Kers WEIGHT 

PREPARATION ROOM KEY o 

NOTES: Opens first chamber 

MORTUARY KEY } 

NOTES: Opens front gate 

MORTUARY SANCTUM KEY 1 

NOTES: Opens 2nd-floor gates 

EMBALMING ROOM KEY o 

NOTES: Quest item 

TENEMENT KEY o 


NOTES: A quest tem for opening the side door to the maïn hall in the Tenement of Thugs, 
You can get this key only by killing the Chaos Mage on the top floor of the Tenement. 
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KEYS WEIGHT 


PHINEAS' KEY o 
NOTES: Key to Phineas' basement at the Office of Vermin and Disease Control 

FESTHALL ROOM KEY o 
NOTES: The key to the player’s old room in the Cic Festhall 

DEAD NATIONS KEY o 


NOTES: The key to the Silent King's throne room 


LENSES 


Modrons don't have eyes the way you do. Instead, they use à mechanical lens. A modron’'s 
highly practical design allows its optic lenses to be swapped out with only a moment’s effort. 
All of these lenses give you a wide variety of options, so don't forget to exchange one lens 
for another when it will benefit you to do so. 


noRpom’s Lens of macnirvinc tens Lens or 
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LENSES PRICE 


NORDOM'S OCULAR 250 | 
NOTES: +1 to Hit { 
LENS OF INHERENT VICIOUSNESS 600 Î 
NOTES: +2 to Hi, +2 Damage 

MAGNIFYING LENS 200 

NOTES: -2 to Hit, -2 to Damage, +10% Lore 

LENS OF CONFOUNDING 500 

NOTES: +2 Armor Class 

RETRACTABLE SCOPE 750 

NOTES: +2 to Ht +1 Damage 

LENS OF SEEING DOUBLE 2222 

NOTES: +8 Damage, -2 to Hit 

LENS OF THE BAT î 

NOTES: Cursed, 4 to Hit, 4 to Damage 

LENS OF PERSPICACITY 1.000 

NOTES: +1 Save vs spells, +39 Lore, «1 Hit, +1 Damage 

TIME'S EYEPIECE 3,000 

NOTES: +3 to Hit, +2 AC, +2 AC vs missiles, 

LENS OF THE HORIZON 3,000 
NOTES2#5 to Hit, 50% Lore 

“OPTIX” 10,000 

NOTES: “Cursed, +1 Luck, +2 to Hit, +2 to Damage 

BEER GOGGLES 1 

NOTES: Cursed, 1 to Hit, —1 to Damage, Intoxication: 50, +10 Hit Points, Immunity to Panic 

STEALTH LENS 3000 

NOTES: #4 AC, +2 AC vs misslie weapons, +2 to All Saves, -50% missle damage 


Sometimes you won't have the key you need. For these occasions, 
nothing's handier than a set of lockpicks. 

Only thieves get a +59 to their Lockpiek skill when they're using 
these delicate tools. 


roereicks 


MINOR ARFIFACHS 


Not every magical creation can be an earthshaking arüfact. However, these humble, minor 
amifacts are often quite useful. 
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ranceD stone cuLtet TEAR OF corpian Knot 
or venciRceva or vemant savierv-pei 
| Û 
Bed | 
DMaLL's Quitt Pen HEART OF Twisten GEAR ASMES OF 
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xacmarian's HEART 


MINOR ARTIFACTS PRICE WEIGHT 
FANGED MIRRORS OF YEHCIR-EYA 5,000 1 

NOTES: Casts Soul Exodus x 3 Kes N 

STONE GULLET OF UPHAHL 5,000 3 

NOTES: Permanent +1 AC, Permanent +1 Crushing AC, Permanent « 5% 

acid resistance _ == 

TEAR OF SALIERU-DEI 2,000 0 

NOTES: Permanent +1 Constitution, Usable only by Lawful Good characters 6 
GORDIAN KNOT 5,000. o 

NOTES: Permanent +2 Charisma, Permanent 1 Wisdom. Usable only by fighters. gp’ 
DHALL'S QUILL PEN 5 0 

NOTES: Permanent +19 Lore, 12 Wisdom, mages only ú 
HEART OF THE FOSTERER 3,333 1 

NOTES: Summons 3 sohmien, 3 charges. Cannot be used by Good characters. pe _ 
TWISTED GEAR OF ENOLL EVA 2233 2 

NOTES: Allows caster to learn Enoll Eva's Ouplication spell ie 
ASHES OF THE PABULUM 750 1 

NOTES: Summons 3 telons, 3 charges n 

WHISPERING FLASK 45 1 

NOTES: Aid spell. Usable only by Dak'kon. _ 

XACHARIAH'S HEART Tj 1o 


NOTES: Permanent +1 to Dexterity, Permanent +1 Armor Class vs. Missiles. 
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—__Even if you can't think of a use for one of these minor artifacts when you find it, hold 
on to it. You'll almost certainly need it later on. 


OFHER DOCUIIENFS 


Some of these documents are representative of à type rather than a single specific paper, In 
either case, you should read a document whenever you find it. Even though the information 
may not seem useful at the time, it may come in handy later on. 


strirorskin _ Pmaroo'snote _REcEivinc Room meceivinc 
tocsoor LOG Pace 
“1201 note scrawteo note pustmanmeQquest _ sCROLL OF 
evipence 
Loan pocument __ peionanae's raranoio Bone-rrameo 
tecacy jovrnat jovrnat 
GRÍMOÎRE OF MORTVARY MORTVARY TOME OF 
pestiventiau TasKList REMINDER Bone ano Ash 


THouGHt 


PROMmISSORY note 
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MISCELLANEOUS ITEMS WEIGHT 


STRIP OF SKIN o 
NOTES: Strip of your own skin 

SKIN OF REGRETS 1 
NOTES: Portal Key to Fortress of Regrets 

PHAROD'S NOTE o 
NOTES: Generic Note 

RECEIVING ROOM LOGBOOK 2 
NOTES: Generic Note 

RECEIVING LOG PAGE o 
NOTES: Generic Note 

#1201 NOTE o 
NOTES: When you unfold this note correctiy (use combo 1-2-0-1, folding upper right, lower 
right, upper left, then upper right), you wilt gain à special item 

SCRAWLED NOTE o 
NOTES: Generic Note 

DUSTMAN REQUEST o 
NOTES: Generic Note 

SCROLL OF EVIDENCE o 
NOTES: Quest item 

LOAN DOCUMENT o 
NOTES: Quest item 

DEIONARRA'S LEGACY o 
NOTES: Heals 33 Hit Points when used . hd 
PARANOID JOURNAL o 
NOTES: This dodecahedron is filled with traps; you’ need to learn the language of the 

Uyo to open it. 

BONE-FRAMED JOURNAL o 
NOTES: Found in the Lady's Maze, it contains à hint on how to escape 

GRIMOIRE OF PESTILENTIAL THOUGHT 5,000 
NOTES: Talks, teaches à number of spells ín exchange for committing acts of evil 

Indestructible, Magical. 

MORTUARY TASK LIST o 
NOTES: Someone has penned à series of tasks in red ink on this scrap of parchment 

MORTUARY REMINDER o 


NOTES: This rolled-up piece of parchment contains the message that the skeleton in the 
Mortuary was supposed to deliver 


TOME OF BONE AND ASH 5 
NOTES: The book can disarm the Giant Skeletons in the Mortuary 
PROMISSORY NOTE o 


NOTES: A promissory note in the amount of 1,000 copper commons 
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SCROLLS 


Knowledge is often all that stands between you and certain doom. In that 
sense, its the best armor you can give yourself. Seek out the written 
word whenever an opportunity presents itself. Cryptic notes, healing 
magíes, and smatterings of spellcraft can be found on odd scraps of 
paper. Never pass up a scroll. 

You can find scrolls for almost every spell in the game-see Chapter 4 for more details, 
Scrolls weigh nothing; their price depends on the level af the spell. 


SPELL LEVEL SCROLL PRICE 


SKULLS 


These are the remains of some poor, headstrong souls. Lucky for you, they're good for more 
than Just spiffy soup bowls: You can usually get someone to buy them from you. 


Er. [ 


Generic skyLL WERERATSKULL SOEGO'SSKULL ACASTE'S SKULL 


dM 


Stale mary's HargRimm’s Tae sitent mantvor:s 
SKULL SKULL kine's skytt SKULL 
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SKULLS WEIGHT BUYER 


SKULL (Generic) 2 Lothar 
SKULL (Wererat) 2 Lothar 
SKULL (Soego) 2 Lothar 
SKULL (Acaste) 2 Lothar 
SKULL (Stale Mary) 2 Lothar 
SKULL (Hargrimm) 2 Lothar 
SKULL (Silent King) 2 Lothar 
SKULL (Mantuok) 2 Lothar 


Lothar is at the top of hi 
he's offering a special trad: 


zj TEEFH 


You can pick up a couple of extra teeth during your travels. These 
‘chompers can only be used by Morte, but they ll really help improve 
his bite. 


field. You might say he's sort of the “head collector” In fact, 
jn value right now: two of his for one of yours. 


GNASHERS SPEED FACTOR DAMAGE __ WEIGHT 
FIEND'S TEETH Ei 1-65 1 
NOTES: Set Strength to 18/30, +50% resistance to cold, 
+100 resistance to fire, +10 resistance to 

electricity, +109 resistance to poison 

TEETH OF THE FIREDRAKE 4 
NOTES: +1 Enchanted, 3-8 fire damage. 

Gives more immunity to fire 

TEETH OF THE VIPER 4 275 1 
NOTES: +1 Enchanted, poisons target. 

Gives Morte immunity to poison. 

INGRESS' TEETH 4 1-6C 1 
NOTES: Can be changed to slashing, piercing, and can 

even gain new shapes as Morte goes up in levels 

(Can even become enchanted. 


‘Morte's bark is already violent enough; with these new teeth to enhance his bite, he'll truly 
be a force to be reckoned with. 
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SPELLS AND 
SEEGIAL ABILIFIES 


The worlds of the Planes are highly magical. You and some of 
your companions have access to powerful magic of your own, 
and you must master it to survive. The first thing to understand 
is that there are several different types of magic: magic items 
(see Chapter 3), magic spells that can be cast by some highly 
trained individuals, and unique magical abilities that you or 
3 members of your group may have. 
’ Magie Spells are divided into two broad types: mage and 
a priest. The type of spells that characters can use are largely a 
result of the years of training that they've received prior to 
_adventuring. Any character may also have special abilities— 
unique magical powers that supplement any spells that he or 
she may know. A firm grasp of how magic works will serve you 
well as both a shield against hostile spell-casters and a powerful 
tool for your own use. This chapter will detail everything you 
could ever want to know about Planescape's spells and special 
abilities. 


SPELLS DEFINED 


‘Spells are magical effects that need to be conjuïed, or cast, by a character trained in the 
magical or priestly arts. The higher the level of the caster, the more powerful the spells they’ 
have access to. The Nameless One can learn to cast mage spells during the game, but you'l 
need to pick up a companion to cast priest spells, If characters have studied at a college of 
arcane magic or apprenticed under a mighty wizard, then they're likely to know mage spells. 
On the other hand, if they've taken holy vows and spent years in the confines of a temple, 
they're more likely to be able to use priest spells-a benefit of their devotion to a religion. 

Generally, priest spells are healing and restorative in nature, although they're also useful 
‘against undead creatures. Mage spells tend to be more flamboyant, with explosive, colorful, 
painful effects. We'll talk about these show-stopping mage spells first. 


MAGE SPELLS 


Mage spells are the real heavy-hitters in Torment, Having a mage with a full spell-book is 
like wielding your very own battery of artillery. Just load, aim, and fire. Kaboom! No more 
enemies. Well, it's not quite that easy, but after you read about all of the mage spells, you’ll 
be a force to be reckoned with 


MAGE LEVEL I 


Your Ist-level spells are less powerful than the ones you'll get later on, but they can be cast 
much more quickly than higher-level spells. So if you're hard-pressed in melee, one of these 
spells may be just what you need, even when you have higher-level spells available. 


El ARMOR 


Effect: Grants the target an Armor Class of 6. I's cumulative with Dexterity bonuses, but 
nothing else, The spell lasts until the wearer sustains cumulative damage totaling more than 
8 points (+1 point per level of the caster). Note that the armor does not absorb this damage; 
it simply disintegrates after that much damage has been inflicted on it. 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range 


Duration estroyed by damage 


‘Speed Factor 1 


€ BLINDNESS 


| Effect: If the targeted creature fails its Saving Throw, the creature will be struck with blind- 
ness and suffer a —4 penalty ta its attack rolls and a +4 bonus to all opponents’ attack rolls. 
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SPELL TRAIT DESCRIPTION 


Target Creature 

Range 90 ft. + (30 ft. per level) 
Duration 60 seconds 

Speed Factor 1 


@| CHROIMA-+FIC RB 


| __Effect: Caster summons a large, magical Orb of Color, which can then be hurled at a target 
using the caster's normal attack roll. The caster gains a +3 To Hit bonus to his attack roll. 
The color of the Orb changes depending on the caster’s level. The Orb's color and effects are 
shown in Table 4,1, 


SPELL TRAIT DESCRIPTION 
Target Creature 

Range. EN 

Duration. ‘See table below 


Speed Factor 1 


le Vl 


4.1 cMROMAtIC ORB EFFECTS 


TABL 


Color of Orb_ Points of al PowerlEffects 
White ned. For 10 seconds: -4 Attack, -4 Saving 
Throws, +4 (worse) AC 1 
Red 1-6 For 10 seconds: —1 Strength, -1 ! 
Dexterity 
Orange 18 ‘Additional 1-3 points of fre damage 
Yellow 1-10 ‘For 10 seconds: -4 Attack, -4 Saving ä 
Throws, +4 (worse) AC 5 
Green 2 Stunned for 10-25 seconds ; 
Ee Turquoise 2-8 Unconscious for 10-25 seconds 1 
17 Blue 216 Paralyzed for 30-100 seconds {2-16 +4 | 
Ì combat rounds) | 
10 Violet Paralysis Petnfication 


Paralysis for 10-40 seconds 


MAGE SPELLS 
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4 € EIBALMING, MINOR 


Effect: This spell works only on the Nameless One and Morte. It gives him +2-8 temporary 
hit points and a temporary bonus of +1 Armor Class. The extra hit points will heal the caster 
IF he is less than maximum hit points, or give him bonus hit points for a half-hour. 


SPELL TRAT DESCRIPTION 
Target self 

Range Nameless One or Morte 
Duration 30 minutes of gametime 
‘Speed Factor 1 


Ka FIS+ @F IRON 


Effect: Punch attacks are +3 to hit and +6 to damage. The Nameless One cannot cast spells. 
while te Fist of Iron is in place. 

SPELL TRAIT DESCRIPTION 

Target Self _ 

Range. Caster 

Duration (5 seconds per level} + 5 seconds 


Speed Factor 1 


El FRIENDS 


Effect: The caster temporarily gains 2-8 points of Charisma, which could be helpful in 
making new friends or opening new paths. 


SPELL TRAT DESCRIPTION 
self 
Far Caster 
Duration 5-20 seconds + (5 sec per level) 


Speed Factor 1 


IDENFIFY 


Effect: Allows you to positively identify one magic item in your inventory. 
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SPELL TRAIT DESCRIPTION 


Target. Inventory item 
Range. Litem/level 

Duration. None (inventory use only) 
Speed Factor 1 


En MAGIC MISSILE 


Effect: Summons a magical missite that strikes its target unerringly for 2-5 points of damage 
with no Saving Throw possible. In addition, the caster gains | extra missile every twa levels, 
for a total of flve missiles at Level 9, 


SPELL TRAI DESCRIPTION 
Target Creature 

Range 80 ft. + (30 ft. per level) 
Duration Instant — 


‘Speed Factor 1 


MISSILE @F PAFIENCE 


Effect: Summons a giant magical incarnation of a projectile weapon, which shoots a missile 
at a single target, At Level 1-4, a Giant Sling appears and launches à single missile toward 
the target. This missie always does 1 point of damage, regardless of the creature. At Level 
5-8, a Giant Bow of Power appears, launching a mystical arrow that causes 2-20 points of 
‘damage (no Saving Throw). At Level 9 or higher, a Gìant War Ballista appears next to the 
caster, Unlike the previous manifestations of the spell, this final form lasts for-20 seconds 
and will continuously emit Bolts of Torment with each attack command. The Bolts strike for 
2-16 points of da: ge. A successful Saving Throw will half the damage for any attack in 
this final form. 


SPELL TRAIT DESCRIPTION 
Target. Creature 

Range Full screen 
Duration, ‘See Effect (above) 
‘Speed Factor 1 


El PACIFY 


Effect: As per the name, this spell will magically pacify 2-8 creatures of 6 Hit Dice or less in 
the area of effect; it affects all types of creatures except for the undead. When struck by this 
spell, creatures must immediately make a Saving Throw vs. spell. If they fail, they stop all 
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activities that require any exertion, including arguments, combat, and so on. From here, the 

-_ Pacified creatures have a 50% chance of withdrawing from the scene and a 50% chance of 
sleeping. The affected creatures will remain in this state for the duration of the spell if left 
unharmed. If attacked, they automatically gain a new Saving Throw to try to break the spell. 


SPELL TRAIT DESCRIPTION 

Target Ground 

Range 180 ft 

Duration 40 seconds + (5 seconds per level) 
Speed Factor 1 


9) REIGN @F ANGER 


Effect; This spell summons à magical missile that strikes its target unerringly for 3-6 points 
of damage with no Saving Throw possible. In addition, the caster gains one extra missile 
every two levels, for a total of five missiles at Level 9. 


SPELL TRAIT DESCRIPTION 

Target Creature 

Range 40 ft_+ (15 ft per level) 
Duration Instant 


B SCRIPFURE OF SEEL 


Effect: Seripture of Steel grants +1 to hit and +1 to Saving Throws to all creatures within a. 
50-foot radius that are friendly to the player-character. 


SPELL TRAIT DESCRIPTION 
Target Ground. 
Range. 180 ft 
Duration 30 seconds 
Speed Factor 1 


SEEKING FLAIIES 


Effect: The Seeking Flames give all enemy targets within a 50-foot radi 
=1 to their Saving Throws for 30 seconds. 


=1 to Attacks and 
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Target Ground 
Range. 180 f. 
Duration, 30 seconds 
Speed Factor 1 


hl SHIELD 


Effect: A magical orb of protective energy protects the recipient from attacks from all direc 
tons. It bestows an Armor Class 3 against all attacks and +1 to all Saving Throws for 25 
seconds per level of the caster. 


SPELL TRAIT DESCRIPTION 
Target Creature 

Range vof 

Duration 25 seconds per level 
Speed Factor 1 


9) SUBITIERGE +HE WILL 


Effect: A magical orb of protective energy protects the recipient from attacks from all direc- 
tions. It bestows an Armor Class 2 against all attacks and +1 to all Saving Throws for 12 
seconds per level of the caster. 


SPELL TRAIT DESCRIPTION 
Target Creature 

Range vof 

Duration 12 seconds per level 
‘Speed Factor 1 


TONGUES @F FLAITIES 


Effect: Summons a missile of flame that strikes its target unerringly for 2-5 points of 
magical fire damage with no Saving Throw possible. In addition, the caster gains one extra 
missile every two levels, for a total of five missiles at Level 9. 


SPELL TRAIT DESCRIPTION 

Target Creature 

Range 80 ft. + (30 ft. per level) 
Duration, Instant 

‘Speed Factor ï 
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9} VILQUAR'S EYE 


Effect: IF the targeted creature fails its Saving Throw at —1 penalty, the creature will be 
struck with blindness and suffer a —4 penalty to its attack rolls and a +4 penalty to its 
Armor Class. 


SPELL TRAIT DESCRIPTION 
Target Creature 

Range 45 ft. + (15 ft. per level) 
Duration 30 seconds 

Speed Fa 1 


MAGE LEVEL 2 


‘Among these 2nd-level spells are some excellent defensive measures. Try Black-Barbed 
Shield or the Blur spell before going into a melee combat. Keeping a Knock spell memorized 
when you're exploring new areas will help you keep moving when a locked door blocks 
your way. 


El ADDER'S KISS 


Effect: The Adder's Kiss will strike the chosen target (must be within 150 feet) for 2-8 hit 


points of acid damage. For every three levels of the caster, the acid lasts five seconds longer, 
inflicting another 2-8 points of acid damage during cach five-secand segment. 

SPELL TRAIT DESCRIPTION 

Target Creature 

Range 150 ft 

Duration 5 seconds for every 3rd level 

Speed Factor 2 


IS] BLACK-BARBED CURSE 
Effect: Choose any creature within 30 feet (using a targeting cursor), and the spell summons 


a swirling mass of black barbs that grow and burrow into the target for 4-16 hit points of 
piercing physical damage. 


SPELL TRAIT DESCRIPTION 
Creature 
ES 

Instant 
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@ BLACK-BARBED SHIELD 


Effect: Calis forth a series of black barbs that shield the caster from harm for 5 to 30 
seconds. The player gains +2 Armor Class for the duration of the spell, and any creatures 
that strike with a melee attack should suffer 1-6 hit points of damage every time they 
successfully hit the character. 


SPELL TRAIT DESCRIPTION 
Target self 

Range Only affects the caster 
Duration. 10-30 seconds 

Speed Factor 2 


7 | BLOOD BRIDGE 


Effect: Allows the mage to drain life from himself (2 hit points plus 1 hit point per level of 
the caster) and give it to any living (non-undead) target within touch range. 


SPELL TRAIT DESCRIPTION 
Target Creature 


Duration Instant 
Speed Factor 


a BLUR 


ffect: Causes the mage’s form to shift and blur, making it harder to attack him. The spell 
‘causes all incoming attacks to be made at -3 penalty and grants the mage +1 on all S, 
Throws. 


SPELL TRAI DESCRIPTION 

Target Creature, 

Range 0 ED: 
Duration 15 seconds + [5 sec per level) 
Speed Factor 2 


a EITIBALITIING, GREATER 


Effect: This spell works only on the Nameless One and Morte, giving him +2 hit points per 
level of the caster and à bonus of 2 to his Armor Class for one hour. The extra hit points 
behave exactly like the priest spell Aid: They'1 heal the caster if he has less than maximum 
hit points or they’1l give him bonus hit points for an hour 
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SPELL TRAIT DESCRIPTION 


ke Target _— Self 
Range Nameless One and Morte > 
Duration 60 minutes 
Speed Factor 2 
HORROR 
Effect: Causes all non-undead creatures within a 30-foot radius of the target point to flee in 
terror if they fail their Saving Throw. 
SPELL TRAT DESCRIPTION 
Target Ground 
Js ft 
7E seconds 
Speed Factor 
| ICE KNIFE 
Effect: Fires a magical ice dagger at a target. The caster must successfully hit with his 
normal missile-attack roll. A successful hit causes 2-8 points of damage per dagger. All crea- 
tures within a 5-foot radius must make a successful Saving Throw vs. paralyzation or suffer 
1-4 points of cold damage and have a -2 penalty to their attack rolls. The caster gains one 
additional lee Dagger for every two levels after ârd level, for a maximum of five daggers. 
Subsequent daggers can be fired ofT via additional mouse-clicks on the same (or another) 
target 
SPELL TRAIT DESCRIPTION 
Target Creature 
Range 50 ft 
Duration Instant 
Speed Factor 2 
= 
IGNUS' TERROR 
Effect: Causes all non-undead creatures within a 30-foot radius of the target point to flee in 
terror if they fail their Saving Throw (at a —1 penalty). 
SPELL TRAT DESCRIPTION 
Target Ground 
Range 75f 
È Duration 50 seconds 
Speed Factor 2 
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INFERNAL ORB 


Effect: Summons à large, magical Orb of Fire Red Color, which can then be hurled at a target 
using the caster’s normal attack roll. The caster gains à +3 To Hit bonus to his attack roll 
The orb does 1-6 points of damage, and afflicts a —1 penalty to the enemy's Strength and 
Dexterity for 10 seconds. 


SPELL TRAIT DESCRIPTION 
Target. Creature 

Range 50 ft 

Duration. ‘Special (see Effect, above) 


Effect: With Knock, all locked doors, chests, boxes, or shackles shall be unlocked, though 
it doesn't affect barred gates and the like. It can affect maximum of two impediments 
per spell, 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range. 180 ft 
Duration. Special 
Speed Factor 1 


4e) LUCK 


Effect: Grants a 2-8 point bonus to the target's Luck for five seconds per level of the caster. 
‘This bonus increases the chance for success in various efforts such as Atracking, Thieving 
Skills, or Saving Throws and the like, 


SPELL TRAIT DESCRIPTION 
Target. Creature 

Range. EN 

Duration, 5 seconds per level 
Speed Factor EI 


P: 
PAIN MIRROR 


Effect: This spell only affects the caster. Whenever this character is attacked while the spell is 
in effect, all hostile creatures within à 10-foot radius take equal damage. Ir works for only 
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—one attack, and the effects are not cumulative (ie. you cannot have more than one mirror 
-__ erected). If the spell is not triggered by an attacking creature, it lasts for five seconds per 
level of the caster. 


SPELL TRAIT DESCRIPTION 

Target Self 

Range Caster 

Duration When hit, or 5 seconds per 
level of caster 

Speed Factor 2 


® POWER OF ONE 


Effect: Increases the target's Strength score by a certain number of points (or tenths of points 
above 18), which will still be qualified by race/class restrictions. The spell cannot bestow 
Strength of 21 or greater. The bonus to your Strength stat is shown in Table 4.2, 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range Touch 
Duration 30 minutes of gametime per level 
Speed Factor 2 
pn me _ 
md Ne add "ee, 
\ TasLe: 4.2 POWER oF One speLL errects 


le STRENGFH 


Effect: Increases the target's Strength score by a certain number of points (or tenths of points 
above 18), which will still be qualified by race/class restrictions. The spell cannot bestow a. 
Strength of 19 or greater. Its effects are shown in Table 4.3, 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range Touch 

1 Duration 60 minutes per level 
Speed Factor El 
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ABLE 4.5: stRenctu seut errects 
Class s Gain d 
Priest 1-6 points 
Rogue 1-6 points 
Warrior ———tbpomts 
Wizard 1-4 points 


IE DS 
| 
SWARITI CURSE 


Effect: Brings à swarm of insects to attack all those in the area of effect. These bugs inflict 
1-4 plus (the caster’s level divided by 3) points of damage every five seconds. No one can 
cast a spell white within the swarm 


ET 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range 100 ft 
Duration 15 seconds 
Speed Factor 2 


MAGE LEVEL 3 


Level 3 spells start to give you some real power to har others. Don't blow off your big 
damage spells in fights where you don’t need them. Save your damage spells for the rally 
tough battles, where proper use can turn the tide of battle in your favor. 


Pe 
ME AX OF TORMEN+ 


Effect: Summons à giant mystical Battle Ax, which strikes à specified individual target for 
1-B points of damage. In addition, as a final blow, the Ax will cause one of eight possible 
magical effects to occur (at random) 


t._ Suffer an additional 1-8 points of damage 
2. 2-16 points of damage 

3. _Paralyzed for 1-3 rounds 

4. 5-40 points of Fire damage 


6-48 points of Ice damage 
Randomly teleported 1100 yards away 
7. Turned to stone 


8. 8-64 points of pure damage 


MAGE SPELLS 


SPELL TRAIT DESCRIPTION 


TS Tenge Creature, 
Range 50 s 
Duration 
Speed Fact 


E) 
> BALANCE IN ALL THINGS 


Effects Affiecis the caster. Whenever this character is attacked while the spell is in effect, all 
hostile creatures within a 10-foot radius take equal damage. This spell lasts for one attack per 
four levels of the caster, and the effects are not cumulative (Le, you can't have more than 
one Balance spell erected). If the spell is not triggered, it lasts for five seconds per level of 


the caster 
SPELL TRAIT DESCRIPTION 

Targ Self 

Range Caster 

Duration. One attack per four levels. or 5 seconds per level whichever happens fist 
Speed actor EI 


® BALL LIGHENING 


Effect: Caster can create up to four glowing spheres of lightning, each about 3 feet in diam- 
eter. The dam: es depending on the number of balls created, as shown in Table 4,4. 


SPELL TRAIT DESCRIPTION 


Duration 
Speed F 


Ge EE ER 


I@2 vin, SE ATERR A SERLLS,AND SPRCIALGARIJIDIËS 


| CLOAK BF WARDING 


Effect: Works on caster only. The spell creates an efect similar to the Shield spell, absorbing 
3-12 points of damage plus 1 point per level of the caster. Once the Cloak has absorbed this 
amount of damage, it shatters. The spell will also expire after one combat round per level of 
the caster. 


SPELL TRAIT DESCRIPTION 

Target self 

Range o 

Duration 5 seconds per level (or Special) 
‘Speed Factor 3 


n ELYSIUI'S TEARS 


Effect: After the caster chooses à single target within range, à stream of small meteors (one 
for each level of the caster's experience, with a maximum of 10} rains down and strikes the 
target and the surrounding area. Each missile that hits infliets 1-2 points of blunt damage 
‘and 1-4 points of fire damage. Anyone within 3 feet of the target takes 1 point of fire 
damage as well. 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range. EL 
Duration Instant 

Speed Factor 3 


je FIERY RAIN 


Effect: This spell is the same as Elysium's Tears (see previous listing) 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range 20 ft 
Duration Instant 

Speed Factor 3 
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Mien UNDEAD - 


Effect: Allows the caster to immobilize up to three undead creatures-the three closest to the 
spell's point of origin (within range)—provided the total Hit Dice of the creatures are equal to 
or less than the caster's level. Furthermore, undead with less than 3 Hit Dice are automati- 
cally affected. Those with 3 or more Hit Dice are allowed a Saving Throw to negate the spell. 
Those affected are rendered immobile for the duration of the spell 


SPELL TRAI DESCRIPTION 
Target Ground 

Range 180 ft 

Duration 5-20 seconds + (5 sec per level) 
Speed Factor 3 


INFERNAL SHIELD 


Effect: Works on caster only. The spell creates a fiery shield that bestows a 150% Normal 
Fire Resistance and. 150% Magical Fire Resistance. The spell will expire after five seconds per 
level of the caster. 

SPELL TRAIT DESCRIPTION 

Target Self 

Ran o 

Duration 5 seconds per level (or Special) 

Speed Factor 3 


TASHA'S UNBEARABLE 
DERISIVE LAUGHHER 


Effect: This spell can be cast anywhere onscreen, affecting relevant victims within a 30-foot 
radius from that spot. All male, living creatures with an Intelligence greater than 4 must 
make a Saving Throw vs. spell or get a -2 to their attack, -2 to Armor Class, and 2 to their 
damage rolls for 1 round per level of the caster. 


SPELL TRAIT DESCRIPTION 
Target Ground 

Range. 50 ft 

Dur: 5 seconds per level 


Speed Factor 3 
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[4 | VAIIPIRIC TOUCH 


Effect: When the player touches a non-undead creature, he draîns 1-6 hit points from the 
target for every 2 wizard levels he has (2-12 hit points for Level 4). The damage that he 
drains is then transferred to him, added to the caster's total hit poïnts. Any hit points over 
the normal maximum are treated as “temporary hit points” that will be lost after one hour if 
mot used beforehand (absorbing damage). 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range. Touch 
Duration Instant 


Speed Factor 3 


ZER+HITON'S FOCUS 


Effect: Helps the target remember Zerthimon’s teachings on U 
mental and physical focus during battle, When cast, the rec 
‘Attack are raised for five seconds per level of the caster. 


ways to channel one's 
ient's chances for a Critical 


SPELL TRAI DESCRIPTION 
Target Creature 

Range Full screen en 
Duration 5 seconds per level 

Speed Factor 3 
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IF you're besieged by tough attackers, try casting Confusion on them. It won’t kill ‘em, but it 
will give your party an invaluable edge. You should also try to have a Remove Curse spell 
memorized if you plan to pick up any new playthings in vour immediate future. 


| BLACKSPHERE 


Effect: The caster specifies a center point from which a black force-burst erupts. The 
blacksphere causes 1-4 points of damage. plus 1 point per caster level, to all creatures 
within a 30-foot radius. Creatures failing a Saving Throw vs. spell are trapped in a 10-foot 
radius sphere of force for the duration of the spell. Even if they make the Saving Throw. 
they still take damage from the blacksphere itself. 


SPELL TRAIT DESCRIPTION 

Target Ground 

Range 30 feful sereen (for Level 10+) 
Duration. 10 seconds 

Speed Factor 4 
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me CONFUSION _- 


Effect: As its name implies, this spell causes one to four creatures, plus one creature per level 
of the caster, to become confused and unsure of themselves. The spell lasts for 16 seconds 
plus & seconds per level of the caster (seconds are in real time, not gametime). Confused 
creatures will react as shown in Table 4.5, 


SPELL TRAIT DESCRIPTION 
Target Ground. 


120 ft 
lon 10 seconds + (1 second per level) 
Factor 4 


Te 


TABLE 4.5: conrusion errects 


D10 Roll 
1 Wander away (unless prevented) for the duration of the spell 
2-6 Stand confused for eight seconds (then roll 5 


za Attack nearest creature for eight seconds (then roll again) — j 
‚Act normally for eight seconds (then roll again) 


Kd ELEITIEN+AL S-FRIKE 


Effect: Like the magic missile, this spell creates à mystical globe of elemental energy, which 
will successfully hit its target for 2-8 points of damage, regardless of Saving Throw. It then 
explodes with a concussive blast that does 1 point of damage per level of the caster within a 
3-foot radius. IF a Saving Throw is made, then this concussive damage is negated. The wizard. 
creates one missile at 7th level, plus an additional missile every third level after 7th, for a, 
maximum of seven missiles. 


SPELL TRAIT DESCRIPTION 

Target Creature 

Range 0 ft + (5 ft per level) 

Du Instant 4 
Speed Factor 4 
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FORCE IMIISSILES 


Effect: This spell functions the same as the Elemental Strike spell (see previous listing) 


SPELL TRAI DESCRIPTION 
Target Creature 

Range. 90 ft + (50 ft per level) 
Duration Instant 

Speed Factor 4 


| ITIPROVED SFRENG#H 


Effect; This spell can bestow superhuman strength upon a creature. Furthermore, Improved 
Strength allows the recipient of the spell to ignore race or class restrictions on his maximum 
Strength score, possibly reaching scores as high as 25. When the spell ends, its recipient can 
do nothing but rest for one to three turns. The bonus Strength gain is deseribed in Table 4.6. 


SPELL TRAIT DESCRIPTION 
Target Creature 

Range. o 

Duration 5 seconds per level 
Speed Factor Ei 


DEE RR 
TABLE 4.6: ImPROVED strEnctw cain | 


Class 5 Gain” 
Warrior Er Ke 25) Pi 


‘Pres 5-10 (max 23) 


TT 
FE 
x D 2 
AEP : ë 
* Count'&ach percentile bracket of exceptional strength as one point: thé Strength Gain proceeds as 18, | 
18/51, 18/76, 18/91, 18/00, 19, and so on. 1 


en den ede p” 
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REMO@VE CURSE. 


Effect: Removes a curse upon the person targeted. It doesn't remove the curse from the actual 
cursed item, but it allows a character to get rid af the object. 


SPELL TRAIT DESCRIPTION 
Target Creature 


stant 


A) SHROUD @fF SHADOWS 


Effect: When this spell is cast, a targeting cursor appears, and the player may select any. 
target within touch range. Recipients of this spell gain the following abilities: a bonus af 3 to 


their Armor Class and + 10% to their Stealth skill, while any targets trying to hit the caster 
suffer a —1 penalty to hit 

SPELL TRAIT DESCRIPTION 

Target Creature 

Range o 

Duration 15-20 seconds + (10 seconds per level) 

Speed Factor 4 


MAGE LEVEL 5 


Level 5 spells tend to cause damage over a wide area, so they're best used when you're 
fighting a group of opponents. You can use these spells to soften up a group of enemies 
before you launch into your main attack, or to administer the coup de grace, Either way, 
make sure that your own party members aren’t caught in the blast. 


CL@UDKILL 


Effect: Creates a billowing cloud of toxic vapors. This cloud is so deadly that ill slay any 
creature with fewer than 4+1 Hit Dice; cause creatures with 4+1 to 5+1 Hit Dice to roll 
Saving Throws vs. poison at —& penalties or be slain: and make creatures up to 6 Hit Dice 
roll unmodified Saving Throws vs. poison or be slain. Those enemies above 6 Hit Dice suffer 
1-10 points of damage. 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range 100 ft 

$ Duration 


Speed Factor 
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CONE OF COLD 


Effect: Shoots forth an area of extreme cold from the caster's hand in the form of a 
30-foot-long cone. It deals 2-5 points of damage per level of the caster, to a maximum 
of 20-50 points of damage. 


SPELL TRAIT DESCRIPTION 
Ground 
30 ft 
Instant 

Speed Factor 5 


DESERF HELL 


Effect: Summons the searing heat of the desert Planes to scorch all enemies within sight 
Enemies within range must roll Saving Throws vs. spell or spontaneously combust for 4-40 
points of damage. Even if they Save, they still rake half-damage from the blazing heat. 


SPELL TRAIT DESCRIPTION 
Target _ Ground 
Range 50 ft 
Duration Instant 


Speed Factor 


xj ENOLL EVA'S DUPLICAFION 


Effect: This spell affects a single target. No Saving Throw required. Eva's Duplication repli- 
cates all subsequent attacks (physical or magical) once: For example, after you attack once 
with a weapon, the attack will be immediately repeated. This process works with spells, too. 
Cast a Magic Missile, and immediately afterward, another Magic Missile spell will launch. 


SPELL TRAIT DESCRIPTION 
Target. Creature 
Range. soft 
Duration. 60 seconds 
‘Speed Factor 4 
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ES FIRE AND ICE 


Effect: Summons two erystal spheres that strike a specified target. Upon impact, the red 
sphere explodes into a 30-foot-wide fireball that inflicts 3-18 points of fire damage upon all 
within range, while the blue sphere explodes in the same area of effect, dealing 3-18 points 
of cold damage to all within range. A successful Saving Throw vs, spell halves the damage. 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range 150 ft. 
Duration Instant 

Speed Factor 5 


MAGE LEVEL 6 


‘Antimagie shell is just the Gth-level spel you'Il need for beating spell-casters and other 
highly magical ereatures. Also, if you're beset by a number of enemies that are mixed in 
withyour party members, Chain Lightning is the perfect spell to cast amid the melee. 


ANFIMAGIC SHELL 


Effect: Surrounds the caster with a shell of antimagie that effectively negates all magic and. 
magical spell effects (including magie items) within its area of effect. Thus, it blocks out 
magie, yet it also stops all magie use within the shell as well! This ban includes various 
special attacks such as breath, gaze, or voice attacks. The spell lasts for five minutes, and 
the globe's area of effect is a 1-foot radius per level of the caster. | 


SPELL TRAIT DESCRIPTION 

Target self Û 
Range o 

Duration 5 minutes 
Speed Factor 1 
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4 CHAIN-LIGHENING SHORIT 


Effect: Giant Lightning Bolts strike down in an area effect, dealing all hostile ct 
‘onscreen 7-70 points of damage. A successful Saving Throw halves this damage. 


vatures. 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range. 50 ft 
Duration Instant 

Speed Factor 6 


PN 


GLOBE ©f INVULNERABILIFY 


Effect: Creates an immobile sphere of magic impenetrable by Ist- to th-level spell effects 
(even area-effect spells). Spells of Level 5 or higher are not affected by the globe. Unlike with 
the Antimagic Shell, players can cast any type of spell out of the sphere. The globe lasts for 
5 seconds per level of the caster 


SPELL TRAIT DESCRIPTION 

Target self B 

Range 0 rn: 
Duration 5 seconds per level 

Speed Factor 3 


* 
HOWL @F PANDEIT@NIUIM 


Effect: The winds of Pandemonium shoot forth from the caster’s body to stun any enemies 
onscreen. The spell can also nullify all so sed a normal missile 
weapons. Creatures of 2 Hit Dice or less who fail a Saving Throw vs. spell are inc 
for 10 to 60 minutes (gametime). Those creatures with greater than 2 Hit Dice but less than 
the caster's who fail their Saving Throw become confused, at which poïnt they perform one 
of the randomly determined actions shown in Table 4.7, 
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SPELL TRAIT DESCRIPTION 


REE Ground 
Range Soft 
Duration Special 
Speed Factor 6 


LE 4.7: PANDEMONIUM EFFECtS 


Adan, Ee 
Wander away (unless for the _ 
Stand confused for 8 seconds (then roll 


MAGE LEVEL 7 


As a Level 7 mage, you gain a couple more powerful area-cffect spells, but the big news here 
is Guardian Mantle. Use the Mantle to protect a weaker party member or to make a strong 
party member almost unstoppable. Just watch out when the spell expires! 


ES ACID S+ORITI 


Effect: Creates a massive storm of clouds that rain deadly acid on all enemies onscreen. 
Creatures drenched in the acid suffer 1-6 points of damage for five seconds per level of the 
caster. A successful Saving Throw reduces the damage by half. 


SPELL TRAIT DESCRIPTION 

Target Ground 

Range 30 ft per level of the caster 
Duration 30 seconds 

Speed Factor 7 
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IW 


BLADESORIT 


Effect: This spell summons rows upon rows of shards of Ocanthyan razor-ice. They strike al 
opponents onscreen with a THACO of 11, inflicting 1-8 points of damage per level of the 
caster, and inflicting another 2-20 points of damage on à natural roll of 20. 


SPELL TRAIT DESCRIPTION 

Target Ground 

Range 75. 

Duration Instant 

Speed Factor B En 


GUARDIAN MAN+LE 


Effect: Creates a magical blanket of energy that envelops the caster's body and deflects all 
physical attacks for 50 seconds plus five secands per level of the caster. All attackers must 
make a successful Saving Throw vs. spell at —4 penalty in order to break through, or their 
attacks will be thwarted by the Mantle. Also, while the spell is active, the caster can still 
attack or use magic. (This spell cancels all other protective effects while it's active.) 


SPELL TRAI DESCRIPTION 
Target self 

Range o 5 
Duration 50 seconds + (5 seconds per level] 
Speed Factor 7 


SYGIAN ICE S+ORITI 


Effect: All creatures onscreen are affected by this area-cfTect spell. Victims suffer 8-64 points 
of ice damage, with no Saving Throw allowed. Also, all creatures must make a Saving Throw 
vs. spell or suffer confusion for 5 to 30 seconds due to the immediate contact with the 
frozen, forgetful waters of the River Styx 
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_SPELL TRAIT DESCRIPTION 


Target Ground 
Range EL 
Dur Specal 
‘Speed Factor zi 


MAGE LEVEL 8 


These Bth level spells are as potent as they are fun to watch. When you need some extra fire- 
power; unleash them and enjoy the cool visuals. 


DEA+HBOL+ 


Effect: Calls forth a magical bolt of death energy that kills a specified target unless the 
creature makes à successful Saving Throw vs. spell. Even with a successful Saving Throw, 
the vietim suffers 10-60 points of damage. 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range Full screen 
Duration Instant 
Speed Factor El 


IGNUS' FURY 


alls forth a horifie storm of fire that inflicts 10-100 points of damage, plus 1 point 
age per level of the caster, on all creatures within sight. A successful Saving Throw vs. 


Effect 
of da 


spell halves the damage. 
SPELL TRAIT DESCRIPTION 
Target Ground 

Range 100 ft. 
Duration Instant 


5 8 
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hv zd 
MECHANUS' CANNON 


Effect: Summons the ultimate form of equalization from Primus: A huge energy blast that 
comes from the very heart of Mechanus and fires at the target specified by the caster. A 
temporary portal will appear 10 feet From the target and Mechanus’ Logical Justice will be 
handed down, inflicting 30-90 points of damage, with no Saving Throw. 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range. Fullscreen. 
Duration Instant 

‘Speed Factor 


5) ME+EOR SHORT BOIMBARDITEN+ 


Effect: Calls forth a great shower of meteors to bombard all enemies within sight for 10-120 
points of damage. Your foes can halve the damage with a successful Saving Throw vs. spell 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range. 50 ft 
Duration Instant 
Speed Factor 


POWER WORD, BLIND 


Effect: Blinds up to 100 hit points of creatures within a 15-foot radius per level of the caster 
from the specified target point. The blindness spreads outward from the center, affecting 
creatures with the lowest hit-point totals first. Those with more than 100 hit points are not 
affected. The spell effect's duration depends on the number of hit points affected: If 25 or 
fewer hit points are affected, then the blindness is permanent until cured. If 26-50 hit points 
are affected, the blindness lasts For 160 to 400 seconds. If 51-100 hit points are affected, the 
blindness lasts for 16 to 40 seconds. An individual creature can't be partially affected: Unless 
all of its hit points are affected, it is not blind. 
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SPELL TRAIT DESCRIPTION 


Target Ground 

15 ft per level 
Duration Special 
Speed Factor 1 


MAGE LEVEL 9 


Level 9 mage spells are the pinnacle of a mage’s achievement. The damage and effects of 
these spells are worthy of the time spent ìn leaning them. Make sure that you use them 
carefully. 


ABYSSAL FURY 


Effect: Opens a planar portal beneath a specified victim and drags him down into the Abyss. 
The portal remains open even after the victim is swallowed in. The only sounds bystanders 
hear fs the creature’s incessant screaming as he or she is torn apart by the ruthless Tanar'ri, 
‘After what seems like only a few seconds [but is more than an eternity for the victim), the 
enemy-or what's left of him-is spit back out of the portal. 
the vietim makes a successful Saving Throw, he'll be spit out of the portal in “one. 
But while this person sensed nothing at first, after a split-second, all the Wrath of the 
Tanar'ri will surface. The victim will suffer 5-50 points of damage as he suffers multiple 
elayed attacks and slashes from all angles. On the other hand, if the victim fails the Saving 
Throw, it's instant death, All that's left are body parts. 


piee 


SPELL TRAI DESCRIPTION 
Target Creature 

Range RE en 
Duration Instant . 
SpeedFactor 9 : 


CELESTIAL HOS+ 


Effect: Calls a group of powerful phantasms to help eradicate all enemies onscreen. The 
spirits’ combined attacks inflict 40-120 hit points of damage, with no Saving Throw possible. _ 
The phantasms represent some of the most powerful celestial beïngs from the Upper Planes: 
‘Astral Deva [Mace of Disruprion], Phoenix (Fire Storm), Solar Aasimon [Celestial Bow], and a. 
Gold Dragon [Energy Ware). 
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SPELL TRAIT DESCRIPTION 


Target Ground 
Range. 100 ft. 
Duration Instant 
Speed Factor EI 


CONFLAGRA TION 


Effect: This hideous spell sets a single creature aflame, delivering 2-12 points of damage 
every 5 seconds, with no Saving Throw. The spell lasts five seconds per level of the caster. 
‘Anybody withìn 10 feet of the target will also suffer 2-12 points of damage, but ís allowed a 
Saving Throw vs. spell to cut the damage in half. 


DESCRIPTION 
Targ’ Ground. 

50 ft 

50 seconds 
Speed Factor 9 


ELYSIUI'S FIRES 


Effect: Summons eight meteors from Elysium to strike the area and crush all enemies: As. 
they smash down on the ground, each one explodes in a 15-foot diameter, doing 5-20 points 
of damage. A creature gets a Saving Throw for each of the blasts that hits him. 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range 90 ft 
Duration Instant 
Speed Factor 


MIAGESPELIS rn 


POWER WORD KILL 


Effect: Instantly kills one creature of any type within range. It can kill any creature that has 
up to 120 hit points, with no Saving Throw allowed. 


SPELL TRAIT DESCRIPTION 
Target Creature 
Range 15 feet per two levels 
Duraton __isant 
Speed Factor 1 
‘4 
eg 


Es RUNE Of TORIMEN+ 


Effect; After the Ultimate Circle is inscribed on the ground and the Rune explodes, all crea- 
tres onscreen that are marked as Hostile take 30-100 hit points of damage. They don’t geta 


Saving Throw, 
SPELL TRAIT DESCRIPTION 
Target Ground 
Duration Instant 

Speed Factor 


PRIESE SPELLS 


ugh mage spells are as powerful as they are Namboyant, when it comes to keeping you 
EE your friends alive, a priest's curative magic is almost always your best choice. 

Priests gain spells through their devout worship of a deity or deities. These spells are 
invaluable in healing and restoring the party (so you can go ahead and get yourselves all cut 
up again). Your hero, the Nameless One, can't learn priest spells (the gods must have aban- 
doned you long ago), but some of your party members can use them. Read carefully: With a 
full knowledge of priest spells, you'll die much less frequently. 
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PRIES+ LEVEL I 


When your characters are lower level, you should make sure that most of your Ist-level 
priest spells are Cure Light Wounds. Later on, when you've gaîned a few levels, you can 
afford to keep a few of the other 1st-level priest spells handy. 


ed 
BLESSING 


Effect: Bless grants +1 to hit and +1 to Saving Throws to all creatures (hat are friendly to 
the player-character. They must be within a 50-feet radius from the casting point- 


SPELL TRAI DESCRIPTION 

Target Ground 

Range. 180 feet 

Duration 30 second: 

‘Speed Factor TREES 
e 


CURE LIGHF WOUNDS 


Effect: When you cast this spel 
within touch range in a 40-foot 


a targeting cursor appears, and you can select anyone 
a, Cure Light Wounds heals à target for 1-8 hit points of 


damage. The creature’s restored hit points cannot exceed its maximum hit poìnts. 
SPELL TRAI DESCRIPTION 

Target Creature 

Range 0 

Duration Permanent/instant 


Speed Factor 1 


PRIEST SPELLS 


CURSE 


Effect: The opposite of Blessing, Curse grants all enemy targets within a 50-foot radius —1 to 
Attacks and —1 to their Saving Throws for 30 seconds. 


SPELL TRAIT DESCRIPTION 
Target Ground 
Range 180 feet 
Duration 30 seconds 
Speed Factor 1 


DEECH EVIL 


Effect: Detects any evil emanations from creatures within range for 50 seconds plus 
25 seconds per level of the caster. 


SPELL TRAIT DESCRIPTION 
Target Ground 

Range EI: 

Duratian 50 seconds + 25 sec per level (max of 5 minutes) 
Speed Factor 1 


HAL® @f LESSER REVELATION 


: After the player-character selects any target point onscreen, a vibrant green glow 
extends from the center and grows out to à 40-faot radius, Al hostile creatures will be 
surrounded by a glow for the duration of the spell, which bestows a +2 penalty to Armor 
Class on all affected creaturels). There is no Saving Throw for this spell It can also outline 
invisible creatures. 


SPELL TRAIT DESCRIPTION 
Target Ground. 
Range 240 feet 
Duration 20 seconds per level 
{ Speed Factor 1 
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PROFECHION FROM EVIL 


rants protection from evil creatures through a magical barrier that surrounds 
the recipient of the spell. It gives a —2 penalty to attack rolls by evil creatures and bestows a 
+2 bonus to all Saving Throws caused by such evil attacks. Its duration is 10 seconds per 
level of the caster. 


SPELL TRAIT DESCRIPTION 
Target Creature 

o 

10 seconds per level 
‘Speed Factor 1 


PRIESE LEVEL 2 


Aid is a useful 2nd-level spell to cast on your primary fighters, like the Nameless One. Cure 
Moderate Wounds is also a handy addition to your curative arsenal. 


AID 


Effect: Aid grants the target creature +1 to their attack rolls and +1 to Saving Throws, 
provided that being is not already engaged in combat, It also provides 1-8 more hit points 
ature for the duration of the spell. It allows the creature to have more than 
hit points: These hit points are only temporary, and disappear when the 
ure loses those hit points to damage, it doesn't lose addi- 


its ordinary tot 
spell ends. However, if the cre 
tional points when the spell expires. 


SPELL TRAIT DESCRIPTION 
Target Creature 

Range o 

Duration 10 seconds + (10 sec. per level) 
Speed Factor 1 


PRIEST dl 


CURE MODERAFE WOUNDS 


Effect: This spell is one of the ones from the Options books. When selected, a targeting 
cursor appears, and you can cast the spell on anyone within touch range. Cure Moderate 
Wounds hals a target for 2-11 hit points of damage. The creature’s restored hit points 
cannot exceed its maximum hit points. 


SPELL TRAIT DESCRIPTION 
Creature 
0 
Duration Permanentinstant 
Speed Factor 2 


SPIRIFUAL HAIER 


Effect: Fall-from-Grace chooses a target within range. The hammer causes 4-10 points of 
bludgeoning damage, acting as a +1 weapon (+1 to hit and +1 damage), gaining an addi- 
tional +1 for every six levels of the caster, to à maximum of +3. It will strike the target once 
for every three levels that Fall-from-Grace has. 


SPELL TRAIT DESCRIPTION 

Target Creature 

R 30 ft. per level 

Duration 1 Attack per three levels 
Speed Factor je 


PRIES+ LEVEL 3 


Prayer is a good 3rd-level spell with which to buff up your party before entering combat. 
And if you haven't had one of your mages memorize Remove Curse, you might want to have 
a priest keep it handy for you. However, the mast useful 3rd-level spell is Speak with Dead, 
Proper use of thís spell will open up a floodgate of useful information, from those who could 
not otherwise share it. 
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d 
CALL LIGHENING 


Effect: Calls one bolt of electricity every 10 seconds, hurling it down upon your enemies for 
2-16 points of electrical damage, plus an additional 1-8 points for every level of the caster, 
‘This damage affects any creature within a 10-foot radius of where the bolt crashes down. A 
Save vs, spell results half-damage. This spell can only be used outdoors. 


SPELL TRAIT DESCRIPTION 

Target Ground 

Range 180 ft 

Duration Instant (but 10 seconds between every extra bolt) 
Speed Factor 3 


a) FLAITIE WALK 


Effect: Gives a single target +2 on its Saving Throws against any fire-based attack, and 
halves the damage from all fire-based attacks that do make it past the target's Saving Throw. 
SPELL TRAIT DESCRIPTION 

Target Creature 

Range 0 

Duration 10 seconds + (10 sec per level) 

‘Speed Factor 3 


PRAYER 


Effect: Grants a bonus of +1 to attack, damage, and Saving Throws to all who are Friendly 
to the priest, Those who are marked Hostile to the caster suffer —1 to atvack, damage, and 
Saving Throws. 


SPELL TRAI DESCRIPTION 

Target self 

Range 60-foot radius around the caster 
Duration 5 seconds per level 

‘Speed Factor 1 


PRIEST SPELLS 


ó | REM@VE CURSE- 


Effect: Removes a curse upon the person targeted. It doesn't remove the curse from the 
actual cursed item, but it allows a character to get rid of the object. 


SPELL TRAI DESCRIPTION 
Target Creature 
Range o 

Duration Instant 

Speed Factor 3 


SPEAK WI+H DEAD 


Effect; Enables the N 
body onscreen 


meles One (not Fall-from-Grace) to initiate a dialogue with a dead. 


SPELL TRAIT DESCRIPTION 
Target _Nameless One only __ 
Range Dialogue range 


Duration Special 


1 


PRIES+ LEVEL 4 | 


You only get one 4th-level priest spell, but that's alì you'll need. Cure Serious Wounds is the | 
perfect salve during tough combat 


Speed Fa 


CURE SERIOUS W@UNDS 


Effect: Restores 3-17 hit points to the target creature. The creature's restored hit points 
cannot exceed its maximum hit points 
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SPELL TRAIT DESCRIPTION 


Target Creature 
Range o 

Duration Permanent/instant 

Speed Factor 4 


PRIES+ LEVEL 5 


More healing is a wonderful thing, but save room for Raise Dead in your memorized spells. 


LJ CURE CRIICAL WOUNDS 


Effect: Restores 6-27 hit points to the target creature. The creature’s restored hit poînts 
cannot exceed its maximum hit points. 


SPELL TRAT DESCRIPTION 
Target Creature 

Range 0 

Duration Permanentinstant 
‘Speed Factor 8 


RAISE DEAD 


Effect: This spell restores life to any slain individual chosen. No Saving Throw is required. 


SPELL TRAT DESCRIPTION 
Target Creature 

Range EN 

Duration PermaneniJinstant 
Speed Factor 5 


PRIES+ LEVEL 6 


This 6th-level priest spell is the ultimate cure-all, It takes a bit longer to cast than most 
healing spells do, but it makes all of à target's boo-boos go away at the same time. You'll 
learn to love this one. 


| HEAL 


Effect: Restores all hit points to the target creature and removes all blindness and disease 
conditions upon him. 
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SPELL TRAIT DESCRIPTION 


Target Creature 
Range o 
Duration Permanent/instant 
Speed Factor 6 


SPECIAL ABILIFIES 


Im addition to the spells that your characters can cast, some of your group, including your- 
self, have special abilities that have spell-like effects. Because these special abil 
magical, you should consider them part of your arsenal of spellcraft, A full underst 
all of the magical effects available to your party will go a long way toward ensuring your 
survival, Fach of the special abilities is listed alphabetically, followed by the name of the 
character who has the ability. 


5) LIFANY @F CURSES 
(MOR+E) 


Effect: When Morte's special ability is selected, the targeting cursor appears and the player 
may liek on one living opponent onscreen. (This spell can't target undead creatures.) Magic 
resistance doesn't affect this spell: however, the target does get à Saving Throw vs. spell to 
resist the efect 

While the tars 


t is taunted, the following effects occu 


1, The target continues to pulse red as long as the Litany of Curses is in efect. 


2._The target suffers a —2 to hit, a -2 to Armor Class, and a -2 to damage as long as 
the Litany of Curses is in effect 


5 
taunt effect 

SPELL TRAIT DESCRIPTION 

Target n Creature 

Range Full screen. 

Duration 10 seconds per Morte's level 

Speed Factor 1 


SENS@RY TOUCH 
(FALL-FROM-GRACE OR NAMELESS ONE) 


Effect: This effect can be used only by the Nameless One (if he joins the Sensate faction) or. 
Fall-from-Grace. It heals 1-10 hit points of damage on a target, but the caster suffers the 
same amount of damage. This ability can be used only once per day. 
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| 


SPELL TRAIT DESCRIPTION 


Target Ground 
Range. Touch 

Duration. Instant 
Speed Factor 1 


B SKULL MOB (MOR+E) 


Effect: When you select this ability, the targeting cursor appears and you can click on any 
opponent onscreen (but just one). Magie Resistance doesn't affect this ability, and the target 
gets no Saving Throw against this effect. 

The skulls do 1-4 hit points of normal piercing damage for e 
achieved, Morte can use this ability only once per day. 


ch level Morte has 


SPELL TRAIT DESCRIPTION 
rget Creature 

Duration Instant 

‘Speed Factor 1 


8 | SHORIES-BONES-TELL 
(NAIELESS ONE) 


Effect: Allows you to initiate dialogue with a creature you normally can't talk to. A targeting 
cursor appears and the Nameless One can choose a single target that meets the following 
requirements: 


LIS a nonhostile undead creature (zombies in the Mortuary, for example) 
2. Is a dead body lying on the ground or is part of the scenery (as in the Mortuary or 


the Catacombs). These dead bodies do not include creatures that have just bee 
killed-only ones that were originally part of the scenery[background. 


3._Is within normal speaking distance. 


SPELL TRAIT DESCRIPTION 
Target Ground 

Range Dialogue range 
Duration Special 

‘Speed Factor 1 


SPECIAL Ne 


ECHAPHER 5: } 
_ TA++ODOS 


Spells are magic that you can learn, but tattoos are magic that 
becomes a part of you. Once a magical tattoo is inscribed 
ur flesh, you're able to draw on the magic of the symbol 
jn your stats, gain a spell ability, or both. 

In this chapter, we cover the magic derived from these 
great detail. We'll discuss each tattoo, complete with 
a Some tattoos can be worn only after a 
has occurred or after you've reached a level of 
character class. These markings are listed 
1 Tattoos,” respectively. Party 


READING +HE S+A+FS 


‘To get the most out of this chapter, you'll need to know how to read the stats we've listed for 
‘each tattoo. Here's what each row of info means. 
® Effect: What each tattoo does for your character. Some tattoos are a mixture of 
both good and bad effects, so make sure you look over any tattoos carefully before 
you shell out any copper. 
®_Restrictions: Many of the tattoos have restrictions on who can use them. If this row 
ys none, then anyone can use the tattoo, Otherwise, à tattoo may be usable only 
by a certain class of character (fighter, thief, etc.) 


@® Available: Most tattoos are available at any time, provided you can get someone to 
inseribe them on you. However, a few tattoos have restricted availability and require. 
that you have performed some action, have reached a certain level, or have com- 
pleted a quest before you can receive the tattoo. 


® cost: The base price that you'll have to pay someone (Fell) to draw the tattoo on 
you, provided you meet the restrictions and availability requirements, 


Ends rg 
HOW MANY TAF+OOS? ei 
“There's no maximum number of tattoos that you can get, bor some tattoos are mutual 
exclusive For example, if you kil Trias, you can get the Tattoo 
no longer earn the Tattoo ofthe Redeemer, which you get fo 


You won't come across a tattoo artist at every stop. Only Fell (owner of Fell's Studio, 
near the Smoldering Corpse Bar, in the Hive) can tattoo a character and only Dak'kon, 
Annah, and the Nameless One (you) can be tattooed. 

IF a tattoo has a limited number of times that it can be used, then that number’s listed in. 
the description. 


EVENT TAFFOOS 


Your character can receive the following tattoos only after a specific event has occurred. The 
necessary event for each tattoo is described in the Available section in each table, These 
tattoos are listed from most valuable to least valuable, by cost, with a few exceptions for 
related tattoos. 
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This tattoo describes the defeat of Trias the Betrayer, and how you dealt the 
death stroke to the corrupted deva. It represents the strength necessary to 
defeat him and the smarts required to outwit a deva. 


TAFFO® OF 
© HE BEFRAYER 


+1 to Strength 
+1 to Intelligence 


Restrictions. None 
Available After you kill Trias the Betraver 
Cost 5,000 


‘The Redeemer tattoo tells the story of the redemption of Trias the Betrayer, 
and how you steered him from the path of evil into forgiveness, It refle 
your wisdom and your persuasive skills, and carries the blessing of Trias 


a TAFFOO OF 
® THE REDEEMER 


with it 
Effect +2 to Wisdom 
+1 to Charisma 
+1 to Luck n 
Restrictions None EEn E 
Available IF you redeem Trias during your final battie and show him the way back to the 
path of good andlaw à 


Cost 7,500 


TAFFOO OF 
Ke THE DECEIVER 


‘This tattoo seems to have the mark of the Deceiver upon it: It represents 
someone who wants to accomplish something with ease, rather than work 
for it. 


Effect +3 to Hit 
+3 to Damage 
(Secret: Sets Luck to -2} 


Restrictions None En E 
Available IF you bought the Tome of Cheats or Sword of W'hynn from Vrischika in the 

Clerk's Ward ge _ 
Cost 3,000 


AVENAITAN OOS an 
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— 2 TAFFOO OF | 
4 ® DEAFH-IN=LIFE 
en: 


The Death-in-Life tattoo tells of how you saved Dimtree's life by granting 
him a second death. Whether it was the intensity of Dimtrec's gratitude or a 
anneling of the power in the words you spoke to free him, thís tattoo now allows you to 
draw from that experience and pull someone back from the brink of death. 
This mark will work only three times before it fades from the skin. 


Effect Invokes "Raise Dead” | 
Restrictions None 
Available When you release Dimtree from his “undeath” in Hamrys” coffin shop in the 
Lower Ward 
Cost 1.000 | 


have met the night hag Ravel and not faced some horrible fate. This tattoo 
tells of your encounter with the mythological figure; merely wearing it 
marks you as someone to be respec ared. In addition to the 
respect you now command, common terrors that would terrify a normal human being now 
slide off of you. 


TATFOO® OF RAVEL 
You’ met à creature of legend, myth, and mystery, Few can claim to 


Effect 1 Charisma, 
zr Immunity to Panic jn 

Restrictions _ __None = = 

Available After you meet Ravel in her Black-Barbed Maze 

Cost 250 


w have met her and lived, much less caused the night hag Ravel to feel 
some emotion other than contempt and hatred. This tattoo is blood red, and 
reminds you of the blood that Ravel drew when your lips touched hers. It 
may not have been the wisest decision, but kissing her took tremendous 

bravery and strength. When inscribed an the skin, this tattoo steels the heart and body and 

helps the wearer throw off the effects of paralyzationthough, at the same time, it dulls your 
intelligence and wisdom somewhat 


5 TA+FO® OF RAVEL'S KISS _— 


Effect =1 Wisdom 
1 Intelligence 
+2 Strength 
+2 Constitution 
+1 Saving Throw vs. Paralyzation 
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Restrictions Can be worn by Nameless One only 

Available ‘After you lock lips with Ravel in her Black-Barbed Maze. This usually happens 
after you ask her what she is and where she came from: Shell begin shape- 
changing to more attractive forms, and you have à chance to kiss her. Doing so 
will have no ll effects (unless Annah and Grace watch you do it), and will make 
this tattoo available 


Cost 1,500 


TAFFO® OF 
HE SILVER TONGUE 


Your skills of speech and presence actually stirred Ravel's heart, marking 

you as a master of flattery. Although merely wearing this tattoo heightens 
your natural Charisma, you may call upon its power to give you superhuman charisma à 
limited number of times, 


Effect Grants temporary +3 bonus to Charisma, 
+2 Charisma 

Restrictions Can be worn by Nameless One only ns ET 

Available IF you suceessfuly latter Ravel more than three times while you are in her 


Black-Barbed Maze (a high Charisma is required: see Chapter 13 for a walk- 
through of the maze), you! gain this tattoo. 


Cost 750 


TAFFO® OF 
THE BLACK-BARBED [MAZE 


This tattoo calls upon your experience within Ravel's Black-Barbed Maze 
=S echoing the terrible sensation that Nlooded you when you attempted to call 
upon the power within the maze. The Black-Barbed mark allows you to call upon that power 
again for a limited period of time and turn it against your foes. It seems that your enemies 
are Ravels enemies. 


Effect Invokes “Black-Barbed Curse” = 
Restrictions Usable by mages only 
Usable by Nameless One only u Ee 
Available If you're a mage and speak to Ravel while you are in the Black-Barbed Maze, 
you'l gain this tattoo if she taught you of the art, no matter how good you 
were at it e 
Cost 750 


EVEN+ TALL Ni 


TATTOO OF HE 
BLACK-BARBED CALL 


Like the tattoo of the Black-Barbed Maze, this one calls upon your experi- 
ence within Ravel's labyrinth, echoing the sensation that poured through 
you when you drew upon the maze’s power-and the trigits answered in their own speech, 
something that impressed Ravel herself. This tattoo allows you to summon that power again 
for a limited period of üme and use it to protect yourself against your enemies, It seems that, 
your enemies are Ravel's enemies and the trigits’ enemies. 

The Tattoo of the Black-Barbed Call has only a limited amount of power. When it 
exhausted, the tattoo will vanish. 


Effect Invokes “Black-Barbed Curse” 


Restriction Usable by mages only 
Usable by Nameless One only 


Available IF you're à mage and speak to Ravel while you are in the Black-Barbed Maze, 
voil gain this tattoo if she taught you ofthe art and you were exceptionally 
good at it [ie, had a high Intelligence) 


Cost 1,500 


TAFFO® OF HE SOURCE 


This tattoo recognizes your beliefs in the Godsmen, the Believers of the 
Source. Not only does it give you a bonus to Charisma, hut it also lets you 
see every experience for the challenge it is, enhancing your perspective and. 
growth as a member of the Godsmen. 


Effect +2 Charisma 


Available When you become à true member of the Godsmen. (Being an Anarchist doesn't 
count) 
Cost 1,500 


TAFFO® OF AVERNUS 


This mark recognizes your travels on the first layer of Baator, Avernus. It 
draws upon the traces of the Plane's ash and fire that still remain on your 
skin, and turns them outward, giving you a bonus against all manner of 
fire and fear attacks 


Effect +33% Resistance to normal fire 
+330 Resistance to magical fire 
Immunity to Panic 


Restrictions None 
Available Once you have visited Baator 
Cost 1.000 
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TAFFO® OF 
TENEIENF SHADOWS 


The same color as the Adder's Tear Sybil gave you, this tattoo tells of your 
experiences in escaping the Tenement of the Starved Dogs. It gives you an 
additional bonus to stealth as long as it's inscribed on your flesh. 


Effect +150 Stealth 
Restrictions Thief only 

Available IF you helped Sybi escape from the Tenement of Thugs 
Cost 750 


TAFFOO® OF HE JOINING 


This tattoo tells of how you brought Corvus and Karina together. It allows 
you to draw upon some of their happiness in finding each other to bolster 
your relationships with others. 


When the tattoo's ability is used up, it ishes. 

Invokes “Friends” mn 
Restrictions None EET Tm 
Available When you play matchmaker with Corvus and Karina in the Lower Ward 


250 


TAFFOO® OF SPIFE 


The Tattoo of Spite symbolizes the way in which, wits but a simple state- 
ment, you clipped Corvus and Karina's relationship before it had a chance 
to take root. This mark allows you to draw upon Corvus’ unrequited love 
and turn it into a weapon against othe 

When the tattoo's ability is used up, it vanishes. 


Ei 8 2 


Restrctions. 
Available When you purposely poison Corvus and 
500 


ANARCHIST TAFFOO 


Created from the four symbols of the Revolutie 
one you won't want to wear openly. 

‘The Revolutionary League believes that all power structures should be 
overthrown, and they've devoted themselves to this cause. They're the 
natural enemies of nearly all the other factions, so they must move quickly when identified. 
‘The problem with this tattoo, of course, is that it immediately identifies its wearer as an 
‘Anarchist. Authority figures have a problem with this. 


nary League, this tattoo's 


% 


EVEN+ TA+HOOS 


Restrictions None 
Available After you join the Anarchitis 
Cost 750 


TAFFO® OF 
THE BONESINGER 


You've learned to speak with the dead and hear their stories, even from 
beyond the Eternal Boundary. This tattoo draws upon your powers over 
undeath and heightens them, allowing you to chain the undead within range with a single 
command. The Boneslinger mark has a limited number of uses before it vanishes. 


Effect 
Restrict 


Invokes “Hold Undead” 
None 


Available IF you learned the Stories-Bones-Tell power from Stale Mary or if you talk to Fell 
while Fall-from-Grace has cast Speak with Dead on you 


Cost 500 


TA+FO® OF 
GROSUK'S DEITIISE 


This tattoo tells of your efforts to aid Sebastion by slaving Grosuk the 
abishai. It draws upon that experience and bolsters the wearer’s brute 
strength to evade unpleasant legal entanglements 

When this tattoo's power is exhausted, it will vanish without a trac’ 


Effect Causes confusion in the enemies of the Anarchists, lasting up to 30 seconds 


Effect Invokes “Improved Strength” 

Restrictions None 

Available When you slay Grosuk the abishai for Sebastion 
Cost 500 


sm: TAFFOO OF 
JUS+FICE'S EYE 


The Tattoo of Justice’s Eye tells of your efforts to help Trist and depicts the 
SEN arrest and trial of Byron Pikit. This mark bolsters the eye and mind of the 
wearer, allowing them to perceive injustices, while giving bearers strength to correct them. 
The tattoo's power may be used a limited number of times, but when Detect Evil is 
exhausted, the tattoo will remain. 


í Effect +1 Strength 
Invokes “Detect Er” 
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Restrictions None 
Available When your efforts result in Byron Pikit getting arrested in the Lower Ward. 
Cost 500 


TAFFO® OF 
SEBASFION'S END 


Your betrayal of Sebastion’s intentions to Grosuk the abishai is detailed in 
this tattoo. It draws upon that experience, allowing you to enhance the 
barest trace of the abishaï’s evil gratitude and magnify it. When inscribed on the skin, this. 
mark has the power to radiate heat away from the body. 

Much like the gratitude of any baatezu, this tattoo's power is limited, When its power is 
exhausted, it will vanish without a trace. 


Effect Invokes “Famewalk” 
Restrictions. None 

Avallable When you inform Grosuk the abishai that Sebastion tried to have him killed 
Cost 500 


TAFFO® OF 
THE TALE- WEAVER 


Ever since you've heard Yves’ tales, you can use this tattoo to draw u 

same of her knowledge and her experiences. Not only does this tattoo help 
you identify the stories behind unidentified objects you encounter, but it also seems to make 
you more interesting to others, as if they somehow know you have interesting stories to tell 


on 


Effect +1 to Charisma, 

+5% to Lore - EJ 
Restrietions. None ES 
Available IF you listened to all of Yves” stories in the Brothei of Intellectual Lusts 
Cost 500 


TAFFO® OF 
TRISH'S SAVIOR 


‘This tattoo symbolizes your efforts to win Trist's freedom. It protects the 
wearer from chains, paralyzation, or any other attacks that chain or hold an 


individual. 
Effect +3 to Saving Throws vs. Paralyzation 
Restrictions None 
Available When you help bail out Tist rom stavery in the Lower Ward 
Cost 500 


EVEN+ TA+HOOS 


TAFFO® OF HE 
UNBROKEN CIRCLE 


The mark of the Unbroken Circle recognizes your knowledge of Zerthimon's 
teachings and indicates your friendship with the githzeraï people. It allows 
you to sumson the discipline and focus of Zerthimon, giving strength and accuracy to your 
strikes against vour enemies. 

This tattoo has a limited number of uses before it vanishes. 


Effect Invokes “Zerthimor's Focus” 

Restrictons None 

Available When you've done 3 number of favars for the githaerai people In Sigi 
Cost 500 


TAFOO® OF SENSATION 


The Tattoo of Sensation enhances the player’s senses; as a side effect, the 

wearer can use these enhanced senses to pinpoint à target's vulnerable 

points and inflict more damage. Unfortunately, the tattoo also enhances any 
sensations of pain the wearer feels, so he takes more damage from physical 


amacks 
Effect +1 to Attack 

MET 
Penalty «5% Damage from al physical attach 


Restrict 


‘Sensates only 


Available IF you are a true member of the Society af Sensation, (Being an Anarchist 
doesn't count} 


Cost 


TA+FO® OF 
+HE SENSATES 


ers of this tattoo can use the Sensates” sensory touch ability one addi- 


\ 
= maait per day. They also gain an “intuitive feel” for some items they 


encounter. 
Ertect Invokes “Sensory Touch” 
+3 Lore 
Restrictions Sensates only 
Available IF you are à true member of the Society of Sensation. (Being an Anarchist 
doesn't count) 
Cost 500 
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TAFFO® OF 
DEVO@URING VERITIIN 


This tattoo represents your inhuman appetite for vermin. It also raises your 
body's resistance to acidic attacks and poison, mostly by externalizing the 
powers of your cast iron stomach. 


Effect +1 on your Saving Throw vs Paralyzation, Poison, and Death Magic 
+500 acid resistance 

Restritions None 

Available IF you devoured over 99 rats from Creeden, Butcherer of Rats, the ratcatcher 
outside of the Office of Vermin and Disease Control 


250 


mi TAFFOO OF 
DREAIIS @f E£S-ANNON 


For some reason, the tale of the Crier of Es-Annon filled you with a strange 
nostalgia, which you have related to Fell. This tattoo draws upon both these 
nce of the C 


memories and the persever rs of Es-Annon, granting you a boon to your 
health and your endurance. 


Artistically, the Dreams tattoo is some of Fell's best work: Although it shows the barest 


image of Es-Annon that you heard from the Crier, you can almost feel the great spiraling 
parks and avenues of light through this intricate symbol. This mark helps preserve the 
memory of the city and the dream of its people, that its majesty might be remembered. 
Effect +1 Saving Throw vs. Spells N 
+2 Maximum Hit Points te 
Restrictions None E 
Available After you carve the name of Es-Annan upon the Dustman Memorial in the Hive 
outside the Mortuary ede AP 
Cost 250 


TAFFO® OF 
GRAVES @F ES-ANNON 


The Graves tattoo is perhaps the last piece of Es-Annon that will exist: As 

the Criers of Es-Annon die of age and disease, their graves will be all that 
remains of the lost city. This symbol draws upon the suffering of the Criers and uses it as a 
shield against harm, offering you a greater chance of avoiding the Criers’ fate. 


Effect #2 Saving Throws vs. Death Magic 
+2 Maximum Hit Points, 
Restictions None 


continued on next page 


EVEN+ TA++OOS 


_ continued from previous page 


-_ Nailable After you tell the Crier of Es-Annon that he should mourn the fallen city no 
more 
Cost 250 


RAZOR ANGEL INK 


Angel Ink is a reminder of the aid you gave to the Razor Angels in the 

Alley of Dangerous Angles. Your strike against the evil in the heart of the 
Alley now grants you some protection against those with spite in their | 
hearts 


Effect Protection from evil 

Restrictions Not usable by evil characters 
IF you helped the Krystall and the Razor Angels in the Alley of Dangerous Angles 
250 


TAFFO® OF 
HE RESFLESS DEAD 


This tattoo recognizes your efforts to calm the restless dead of the 
mausoleum. You may draw upon their gratitude to bless yourself or 
your companions 

The Restless mark has only a limited number of uses before it vanishes. 


None 


If you have solved the Mausoleum Quest for Norochj in the Gathering Dust Bar 
250 


TAFFOO OF HE 
LOS INCARNAFION 


When worn, this tattoo seems to bring out a survival instinct in you, 
forcing your body to react to any damage you take and heal wounds faster. 
IF you choose to tap into the tattoo's power, some of the memories of hiding beneath Sig 
will return to you, giving you the benefit of the previous incarnation's experience. 


Effect Grants Experience Points when used. 
Increases Regeneration Rate when worn. 
Restrictions Nameless One only 
Available Must retum your severed arm from the Dismembered Crypt to Fell and show him 
| new tattoos. 
Cost 750 
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mi TAFFOO OF 
WASTING DARKNESS 


À When worn, this tattoo makes concealing yourself easier, allowing you to 
an shape the shadows around you like a cloak. This makes it harder for your 
enemies to hurt you when they see you. It also allows you to better conceal 


yourself when you don't want to be seen. It lends you a sinister appearance, however, which 
will cause many to shun you. IF you choose to tap into the tattoo's power, some of the 
memories of hiding beneath Sìgil will return to you. 
Effect Grants Experience Points when used 
Permanent +3% Hide in Shadows 
+500 Hide in Shadows, 1 Charisma and +1 Armor Class when won 
Restrictions Nameless One Thief only 5 
Available Must return your severed arm from the Dismembered Crypt to Fell and show him 
new tattoos. 
Cost 1000 
When worn, this tattoo makes you more resilient to cold and hardens your 
body, giving your skin the texture and strength of the weeping stone walis. 
However, it also gives you a hungry gaunt look, as if you are starving. If 


you choose to tap into the tattoo's power, some of the memories of h 
return to you, 


ing beneath Sigil will 


Effect Grants Experience Points when used. 
+10 Resistance to Cold and Magic Cold 
=1 Charisma and «1 Armor Class when worn. 


Restritions Nameless One Thief only Ï ä 

Available Must return your severed arm from the Dismembered Crypt to Fell and show him 
new tattoos. 

Cost 1.000 


ms TAFFOO OF 
HE SILENF COINS 


In activating this tattoo, some of the memories of living on Sigil's streets 
S= + will return to you, giving you more experience. Furthermore, it will give 

you a permanent bonus to your Pick Pocket skill. Even when the tattoo is 
invoked and the experience has been gained, however, the tattoo and the Pick Pocket bonus 
will remain. 


EXPERFISE TAFHOOS 


Effect Grants Experience Points when used. 
Permanent +3% Pick Pocket. 
Grants +5% Pick Pocket when wom. 


Restrictions Nameless One Thief only 

Available Must return your severed arm from the Dismembered Crypt to Fell and show him 
new tattoos 

Cost 750 


EXPERTISE TAFFOOS 


To show just how good you are at a skill or how experienced you are at à character class, 
you may choose to get an expertise tattoo ar two. Here's a list of ‘em. 


TAFFO® OF 
THE WARRIOR 


This tattoo enhances your natural talent for combat, making you more 
difficult to hit and raising your damage with every strike. 


Effect +1 to Armor Class. 
+1 to Strength 
+3 Maximum Hit Points 


estrictions Fighter only 

Available Only if you reach 7th level in the fighter class before reaching th level in any. 
cj en other class 

Cost_ 5,000 


TAFFOO OF HE 
SUPREME WARRIOR 


Carrying this tattoo indicates you've reached the pinnacle of your skills ín 
the warrior arts. It augments your natural combat skills, making you more 
difficult to hit and raising your damage with every strike. 


Effect +3 to Armor Class 
+3 to Strength 
+9 Maximum Hit Points 

Restrictions Fighter only 

Available Only if you reach 74 level in the fighter class before reaching 7th level in any 
other class, and if you reach 12th level in the fighter class before reaching 12th 
level in any other class 


Cost 20,00 
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AFTOO OF THE ART 


Heightened reasoning and deductive abilities and increased spell 
memorization capacity are the benefits of this tattoo, which enhances 
your natural talent for the Art. 


Efect +1 to Inteligence 
Grants one additional tst-level spel 
Grants one additional 2nd-level spell 


Restrictions Mage only 

Available Only if you reach 7th level in the mage class before reaching 7th level in any 
other class 

Cost 5,000 E 


TATTOO OF HE IMAGI 


The Tattoo of the Magi shows you've become something of à master in the 
arts of magic. It amplifies your natural talent for the Art considerably, 
boosting your reasoning and deductive abilities and doubling your spell- 
memorization capacity for minor spells. 


Effect 43 to Intelligence 
Doubles 1st-level spells 
Doubles 2nd-level spelis 


Restrictions Mage only_— 
Available Only if you reach 7th level in the mage class before reaching 7th level in any 


other class, and if you reach 12th level in the mage class before reaching 12th 
level in any other class 
Cost 20,000 


TA+FO® of 
THE THIEF 


This tattoo magnifies your reflexes 
percentage chance of success 


nd thief skills, giving you a greater 


Effect +1 to Dexterity 
+5% Open Locks 
+59 Pick Packets, 


Restrictions Thief only 

Available Only if you reach 7th level in the thief class before reaching 7th level in any 
other class 

Cost 5,000 


EXPERHISE TAF+ 


TAFFO® OF 
THE MASTER THIEF 


BE, IF vou sport this mark, you re at the top of your form in the stealthy arts 
ae The Master Thief tattoo gives you good fortune, heightens your reflexes, 
and enhances your thief skills, giving you a greater percentage chance of success. 


Effect +3 to Dexterity 
+1 to Luck 
+59 Open Locks 
+500 Pick Pockets, 
+506 FIR Traps, 
+59 Hide in Shadows 


Restrictions Thief only 


Available ‘Only if you reach 7th level in the thief class before reaching 7th level in any 
other class, and if you reach 12th level in the thief class before reaching 12th 
level in any other class 


Cost 20,000 


TAFFOO® OF FHE 
SHATFERED LOCK 


The Shattered Lock tattoo recognizes your mastery of the art of opening, 
lacks, so much so that you may touch any lack once per day and open it 
without resorting vo picklocks. Your discipline in learning to pick locks grants you additional 
‘experience when learning new thief skills as we 


When the Knock ability is used up, the tattoo remains. 
Effect ZD Imvokes Knock 
Gives Experience Point Bonus when “Knock” is used 
Restrictions Thief only 
Maïable_______Iyour Piclloek sti is over 99 
c 3,000 


TAFFO® OF 
THE CUFPURSE 


This tattoo recognizes your expertise in the art of picking pockets, so much 
so that you may pick the pockets of anyone on the same Plane as you-no 
matter where they are and whether you can even see them or not. Simply close your palm 
once per day, then open it, and it will be filled with a handful of coins. Your discipline ù 
learning to pick pockets grants you additional experience when learning new thief skills 

as well. 
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Effect “Copper Blessing” (grants 33 copper commons once per day) 
Gives Experience Point Bonus when “Copper Blessing” is used. 


Restritions Thief only 
Available IF your Pick Pocket ski is over 99 
Cost 3000 


i TAFFOO OF 
THE SHADOWS 


‘Armed with the Tattoo of Shadows, youre à master of stealth, making you 
as a shadow against anything that seeks to harm you. You can invoke this, 
shroud a limited number of times. Your discipline in learning to hide in shadows grants you 
additional experience when learning new thief skills as well 
When the Shroud of Shadows ability is used up, the tattoo remains 


Effect Invokes "Shroud of Shadows” 
Gives Experience Points Bonus when Shroud of Shadows” is used 
Restrictions Thief only 


th skill is over 99 


(able 


Cost 


ARFY MEMBER TAFOOS 


You can gain some of the strengths, and weaknesses, of your companions when you get 2 
tattoo commemorating your adventures together. These marks are listed in alphabetical order, 
according to the party member who inspires each one. 


md TAFFOO OF ANNAH- 
OF-HE-SHADOWS 


Some of Annal's presence must be rubbing off on you, for this tattoo 
=$ allows you to call upon some of her cat-like skills and grace to hone your 
thief abilities. Unfortunately, it also inherits some of Anna's brashness and impulsiveness, 
reducing your Charisma and Wisdom accordingly 


Effect +1 Dekterity 

=1 Charisma 

1 Wisdom 

+39 Pick Pockets, 

+30 Stealth 

+3% Pick Locks 

+3% Detect Traps, 
Restrictions Usable by Thieves only 

Usable by Nameless One only 


Available You only need to have Annah in your party for thís tattoo to appear 
Cost 750 


PARAY MEMBER Welten en 


TAFFO® OF IGNUS 


Having lgnus as a companiqn lets you see flames and madness in a, 
difterent…ight. When you wear this tattoo, you may draw upon Ignus' fury 
to shrug off flame attacks and increase your Constitution, making your pain 
threshold that much higher. Unfortunately, since Ignus’ strength lies in his 
madness, your Wisdom is impaired when you bear this mark, and your susceptibility to 
magical attacks increases. 

‘This tattao can only protect the wearer from flames a limited number of times. When its 
power is exhausted, however, the Constitution bonus remains. 


Effect Grants temporary +15% normal fire resistance 
Grants temporary + 15% magical fire resistance. 
Grants +1 Constitution 
Grants +3 Maximum Hit Points 
Penalty: -15% magic resistance 
Penalty: —1 Wisdom 


Restrictions Usable by Nameless One only 
Available Ignus must be in your party for this tattoo to appear 
Cost 750 


TAFFO® OF LOGIK CUBED 


You must have picked up a little of Nordom's presence, for this tattoo 
allows you to tap into his (mastly) ordered and logical mind for brief 
periods of time. When you do, however, your ability to comprehend the 
world around you takes a fall, making it more difficult to learn from your 
experiences. 

You must invoke the Logik tattoo for it to take effect. When its ability is used up, the 
tattoo disappears 


Effect Grants temporary +3 Intelligence 
Penalty: temporary -3 Wisdom 
strictions Usable by Nameless One only 
Available You only need to have Nordom in your party for this tattoo to appear 
Cost 750 


TAFFO® OF 
SAVING GRACE 


It looks like you've tapped into Fall-from-Grace’s “aura,” for this mark lets 
in vou steady your thoughts and see events from a calm perspective, allowing 
you to gain more experience from your encounters. Furthermore, this tattoo helps calm the 
mind and allows you to control your panic and impulsiveness, and harness your adrenaline 
rush to shrug off spells, paralyzation, and any other attacks that rely on chance to pierce 
your defenses. 
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Effect +1 Wisdom 


+5% Lore 
+1 to all Saving Throws 

Restictions Usable by Nameless One only 

Available You only need to have Fali-from-Grace in your party for this tattoo to appear 

Cost 750 


mm TAFFOO OF HE SKULL 


For all Morte's faults, having him as a companion makes you seem more 
‘capable and less of a stranger to Sigil's streets. This tattoo reinforces that 
bond, giving you +1 to Charisma; and, when invoked, it also lends you 

«EEE some of Morte's luck and his ability to shrug off anything that would 
otherwise cause him to stop talking (such as paralyzation or stunning). Unfortunately, it also 
gives users a penalty for their Wisdom-which isn't hard to understand, considering how 
little Morte has to spare. 

‘The number of times you can call on this tattoo's luck ability is limited. When its power 
is exhausted, however, the Charisma bonus will remain. 


Effect Grants temporary «1 Saving Throw vs. Paralyzation 
Grants temporary +1 Luck 
Grants +1 Charisma 
Penalty: —1 Wisdom 


Restrictions Usable by Nameless One only 
Available You only need to have Morte in your party for this tattoo to appear == 
Cost 300 


STAF TAFFOOS 


“These marks don’t just make you look better; they actually do make you Faster, stronger, and 
smarter. They're listed first by the attribute that they increase (Strength, Intelligence, 
Wisdom, Dexterity, Constitution, or Charisma), and then by what traits they improve (Hit 
Points, Armor Class, Damage, and Attack Accuracy). 


Bm TAFFOO 
OF MIGH+ 


JÀ This tattoo adds à slight bonus to your strength, making your physical 
= attacks more damaging and allowing you to carry more weight. 


Effect +1 Strength 
Restrictions None. 
Available Always 
Cost 250 


STATITAE KOOS An 


TAFFO® OF 
GREAFER IIIGH+ 


\ The Greater Might tattoo increases your strength, making your physical 
*\_attacks more damaging and allowing you to carry more weight. 


Effect +2 Strength 
Restrictions Fighter only 
Available Always 
Cost _1,000 


 TAFFOO OF 
INSIGH+ 


Use this mark to gain à slight bonus to your intelligence, allowing you a 
+! greater chance of gaining memories and aiding your mage skills. 


Effect «1 Intelligence 
Restrictions None 
Available Always 

Cost 250 


TATTOO OF 
REVELATION 


OJÀ This tattoo bolsters your intelligence, aïdingg your mage skills and affording 


ST +! you a greater chance of gaining memories 
Effect +2 Intelligence 
Restictions 
Available 
Cost 


TAFFO® OF 
THE SPIRIT 


The Spirit tattoo adds a slight bonus to your wisdom, allowing you a 
greater chance of gaining memories and giving you a greater percentage of 
experience points earned. 
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Effect +1 Wisdom 


Restrictions None 
Available Always 
Cost 250 


TAFFO® OF 
HE SOUL 


Buy this tattoo for increased wisdom, offering you a greater chance of 
gaining memories and granting you a higher percentage of experience 
points earned. 


Effect +2 Wisdom 
Restrictions None 
Avallabie Always 
Cost 1.000 


TAFFO® OF 
ACTION 


This tattoo gives your reflexes an additional edge, making you more diffi- 
cult to hit and adding to your thief skills, 


«1 Dexterity 


nn 
Available Always — 
Cost 250 


TAFFO® OF 
GREAFER AC+HION 


Like a Tattoo of Action working overtime, the Greater Action tat bolsters 
your reflexes, making you more difficult to hit and adding to your thief 


skilis. 
Effect +2 Dexterity 
Restrictions Thief only 
Available Always 


Cost 1.000 


TAFFO® OF 
HEALTH © 


The Health tattoo gives your endurance and pain threshold à minor boost, 
making you more difficult to take down in combat. 


Effect +1 Constitution 
ns na 
Available Always 

ON 250 


TAFFO® OF 
GREATER HEALTH 


Give your endurance and pain threshold an even bigger push with Greater 
Health, which makes you even more difficult to vanquish in combat. 


+2 Constitution — 


Always 


1.000 


TAFFO® OF 
PRESENCE 


This tattoo gives you an edge when interacting with others, pumping up 
your presence and leadership ability 


En 
Re one 
Aalden = 
co 20 


TAFFO® OF 
COMMAND 


Become more impressive and commanding with the Tattoo of Command. 
The benefits: a higher presence and leadership ability. 
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Effect +2 Charisma, 


Restrictions. None 
Available Always 
Cost 1,000 


TAFFO® OF 
ENDURING 


Use this mark to gain a slight health bonus, making you more difficult to 
knock unconscious. 


Effect +3 Maximum Hit Points 
Restrictions None Er: 
Available Always BE 
Cost 250 


TAFFOO® OF 
GREAFTER ENDURING 


You'll acquire an even bigger health bonus with this tattoo, making you 
harder to beat in combat 


Effect +9 Maximum Hit Points en 
Restrictions Fighter only js En = 
Available Always E E 

Cost 250 


TAFFOO OF 
WARDING 


You can use this mark as à minor ward against physical attacks. It hardens, 
your skin, making you more difficult to hurt in combat. 


Effect +1 to Armor Class 
Restrictions None 

Available Always — 

Cost 250 


STAT ri 


TAFFO® OF 
! GREAFTER WARDING 


‘The Tattoo of Warding’s big brother, this one also serves as a minor ward 
against physical attacks by hardening your skin, making you more difficult 
to hurt in combat 


Effect +2 to Armor Class 
Restrictions Fighter only 
Available Always 

Cost 1.000 


TAFFO® OF 
BLOODLE++ING 


Youcht When you strike an opponent in combat with this tattoo, the tattoo 


Mares and the whip takes an extra bite out of your opponent, 
Effect +1 to Damage 
Restrëtions None 
Available — Always 
Cost 500 


 TAFFOO OF 
ACCURACY 


This tattoo has two concentrie rings with lines radiating from the center 
57 > When its inseribed on your skin, your perceptions of distance and balance 
become heightened, giving your attacks greater accuracy. 


Effect +1 to Hit 

Restrictions None 

Availat Always 
500 
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So you're ready to venture out into this world 
of Planescape: Torment? In this collection of 
worlds where planes are ruled by their own set 
of laws, you can't expect morals, magic, or 
even gravity to be the same. Whether you are 
wandering Sigil, “The City of Doors”, or the 
planes that lay beyond even a canny cutter 
could always use a bit of guidance. 

The following part walks you through the 


numerous locations of the Planescape: Torment. 
Chapters 6-16 contain detailed maps as well as 
essential facts on who to talk to, who to stay 
away from, where to go, and where you arc 
wasting your time. A body's got to take all the 
help he can get, eh? 


ECHAP+ER 6: } 
NGS 


(the Hive). We'll give you the vitals on the first creatures 
3 and. then dive right into the walkthrough for 


Since you don't know a 
a good idea to look him 
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_A LOOK INF® 
+HE TIOR+UARY 


Your adventures start in the Mortuary. Since you're not dead-at least, not anymore-your 
goal is to escape the Mortuary without being subdued by the Dustmen (its custodians). You 
can get away either by slaughtering everyone in your way, unlocking the front gate, and 
then escaping via a portal, or by simply talking to the guide at the gate (Soego) and asking 
him for the key 

You'l begin on the second level of the Mortuary and make your way upstairs to the 
third level before coming back down to the first level and the exit 


CREATURES 


You'll meet two groups of creatures in the Mortuary: zombies and skeletons, which are 
undead, and the Dustmen (who you'll wish were dead). 


DUS+MEN 


You'll find that talking to some of the Dustmen is 
dangerous: If you say the wrong thing or arouse their 
suspicions, they try to 
call for the guards, If your 
Dexterity is greater than 12, 
most or twe pustmen ano twe vaotap in however, you can grab 
twe mortvary won’t BotweR vou unLtss them and snap their necks 
vou sotnentwem rinst. so ster cansruuiv (rough dialogue) before 
tmROUGM twis Location ano tax to fino out they can call out, Note tat 
pn this neck snapping won't 

work on Soego (see 
“Mortuary, Level One,” 
later in this chapter). 


ZOMBIES AND SKELE+ONS (+HE DEAD) 


These mindless drones handle all the tasks in the Mortuary that the Dustmen don’t want to 
do. They're harmless unless provoked. Speak to these walking corpses again when you gain 
the Stories-Bones-Tell power later in the game, and you can talk to their previous incarna- 


tions (the people they once were) 


CONSEQUENCES 


Killing the Dustmen in the Mortary won't add to your murder counter or affect your align- 
ment (the Dustmen mean you harm, so you're acting in self-defense), but it will affect your 
dealings with the Dustmen later on in the game if you're recognized as the “killer who 
escaped the Mortuary” Furthermore, killing the zombies in the Mortuary could deprive you 
of bonus information later on. 
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‘Trying to strike up conv 
Bones-Tell ability will give you 
Level Two” later in this chapter), ie1l actually expose a human in disguise 


BACK F© FHE GRAVE: 
REFURN +O© HE 
MORFUARY 


sations with the undead when you don’t have the Stories- 
minor Chaos points. In at least one instance (see “Mortuary, 


You'll need to return to the Mortuary (Figure 6.1) at least once over the course of the game, 


‘but you should visit it again as soon as you 
the zombies in the Mortuary can yield a gr 
charact 

Though not a p 
rs open, chummer 


your 


gain the Stories-Bones-Tell ability. Speaking to 
t deal of information about the Planes and your 


asant place to explore, the Mortuary ofTers à lot of information, so keep 


FIGURE 6.1: 
TME mORtvaRY 


MORFUARY, LEVEL TWO 


Once past the character-gen 
slab in the Mortuary’s Southern Preparation Room (1) (Figure 6.2). Ye 
room and share it with a number of other corpses, includ 
approach you as soon as you slide off the table. 


BACK +@ +HE GRAVE: REHURN +© +HE MOR+UA 


ation sereen. your next sight is your character crawling off a 
re locked inside the 
a talking skull (Morte), who will 


RY 
eg 
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FIGURE 6.2: 
THE MORTUARY, LEVEL TWO 


Listen to what Morte has to say about the instructions tattooed on your back, then 


search the room for weapons and items. You'll find. 


Ipel and a couple of bandages in the 
two nearby tables; snag these goodies, then arm yourself 
with the scalpel and kill all the zombies in the room, 
Attack the zombies one at a time. If you suffer any 
damage, wait and regenerate 
fully before going after the 


next one. If you're getting 
overwhelmed, run away and 
use the distance to take a, 


je its 
Re 


ponrt tmaow awav twe scauret. Des 
pitirur oamace, it wiut PROVE UseFUL U 


breather. The zombies move 


slowly, so you should be 
able to keep yaur distance 
until your hit points regen. 
erate 

Zombie #752 in the 
southeast corner of the room. 
he Preparation Room Gate (2) in the northwest corner of the 
room. It's the only gate the key can open. When you pick up the key, open the gate (the key 


has the key vou need to of 
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Will vanish when you unlock the gate) and then step into the next room to the north. IF 
Morte is still with you, you'll see a brief scripted sequence where hel tell ou to keep your 
attacks in check until you escape the Mortuary. 

Keep moving north until you enter the Receiving Room (3), the room with the huge 
book. Search every container in the room, picking up whatever items you can find. 

‘After searching the room, speak to 
each of the walking corpses. You can 
steal some extra bandages from #396 
and, if you still have your scalpel, you 
cam take a note that's been stitched 
into the mouth of Zombie #1201. 

‘When you've fully explored the 
room go to Dhall (4)-the floating vou'tt notice a numseror sooks ano 
figure in front of the huge book—and MOtES SCATTERED THROUGHOUT THE came. 
strike up a conversation, Ask him as FORtHE most vant, TMEY meRgLv PROVIDE 
much as you can about yourself and ruavontext. vont KEEP twem: THEY'LL ontv 
where you are, and quiz him on the cuutten.ue voun inventory. 
Dustmen philosophy (this info will 
prove useful later). After asking him 
all you can, leave by the Receiving 
Room’s North Gate (5). 

Keep following the Mortuary rooms clockwise until you hit the Embalming Room (6) 
j-Vene (7), a Dustwoman who is partially blind and deaf. When 
you speak ta her, she'll mistake you for a zombie and 
ask you to fetch her needle and 

experience-point 

When you return with 


ad for à minor 


the needle and thread (which 
you can find on the third 
PMaut was a vaLvaate item. ir vou'nt floor), 'Ei-Vene can give you 
an evit cwanactenwwo ooesn't mino two boons: Shell operate on 
BLoopvinc someone wmo wiswes vou no you for a permanent +1 hit 
warm, Kitt wim ano take wis ovit. ren, paint, and if you watch her 
Hrut elve vou a +1% to LORE ano +1 to evi, stitch up corpses with the 
needle and thread, you can 
gain a memory of placing a 
hidden cache in Zombie 42 
which is now a skeleton wandering around the center balcony of the third floor 
The “zombie” in the Eastern Internment Chamber (8) is not what he seems. When 

speaking to him, choose one of the verbal respanses to expase him as 
‘Anarchist faction in disguise. At this point you can either betray him to Dhall or Soego, 
remain silent, or help him by retrieving an Embalming Room key from Ei-Vene. (Ask her for 

, pick her pocket for it, or kill her and take it.) When you return with the key, you'll gain 
experience. Moreover, the Anarchist will agree to help disguise you as à zombie (which will 
allow you to automatically snap necks if you talk to a Dustman) and tell you about a portal 
on the first floor (just north of Deinarra’s Memorial Chamber) and the portal key (a bone / 
charm hidden in one of the locked containers on level 3) 


member of the 
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Ei-Vene is not what she seems-she’s actually Ravel in disguise (see description in 
Chapter 2: Creatures). She's at the Mortuary to observe the character’s progress and help him 
out, Ravel will remember how you treated heg “Ei-Vene” persona when she meets you in the 
Black-Barbed Maze. 

Keep heading south from the Eastern Internment 
Chamber unúl you reach the Eastern Preparation Room 
(6). Explore the room thor- 
oughly. The two embalming 
machines that are attached 
voun rinst memory attows vou to to corpses have the 
REMEMBER tHat YOU ONCE PLacED a MIDDEN embalming fluid that you 
cacme in skgteton #42 on THE tuinD LEVEL need for Ei-Vene. Open both 
or twe montvany. wwen vou REmemsenit, of them and take the 


co rino it ano cet it sack. Embalming Fluid, Once 
you've searched this room. 


thoroughly, head up the. 
Stairs (10) to the third floor. 


MORFUARY, LEVEL THREE 


The third level of the Mortuary (Figure 6,3) is pretty much a large open vault with four 
smaller circular rooms to the north, south, east, and west. You'll emerge in the Eastern Room 
U). Your goal on this level is to find the Mortuary Sanctum Key, a key that'll unlock some of 
the gates on this level and on the second level. You can find this key on the shelf outside of 
the Western Room (2). You can simply walk there, or you can take the key and unlock the 
gates to the Western Room (2) and then take the Stairs Down (3). We advise, however, that 
you examine all the shelves and tables you can on this level and plunder everything you can 
from them. 

Also of special note is Skeleton #42, who is making a circuit of the middle of the vault. 
Don’t pull the joints or vandalize this skeleton in any way. If your Wisdom is above 12 or 
else you spoke to Ei-Vene and had the corpse 42 memory, enter into a dialogue with him, 
then choose a response where you speak out loud. He'il make a folded-arm gesture; mimic 
the gesture, then reach inside his ribcage and pull forth one of your hidden stashes of items 
(one of your previous incarnations left it there for you to find). The stash should yield some 
extra copper coins, some clot charms, and a green steel knife 

This level is the first opportunity you'll have to speak to members of the Dustmen 
faction outside of Dhall and Ei-Vene: unfortunately, this will prove nonproductive. If the 
Dustmen realize that you don't belong in the Mortuary, they'll summon the guards to escort 
you out. If you've spoken to Dhall, Deionarra, or Soego, you'll have an appropriate cover 
story for why you're in the Mortuary. Nevertheless, when possible, ignore all the Dustmen on 
this level, unless you're playing an evil character and your Dexterity is above 12, in which 
case you can make short work of the Dustmen here just by talking to them and then stran- 
gling them before they can call the guards. Killing a Dustman will allow you to snag their 
robes, which you can use as a disguise to walk around without being stopped. 
trangling Dustmen is neither particularly challenging nor profitable, so unless you have 
some angst to work out at their expense, just take the stairs down to Level One. 

IF you spoke to the Anarchist in disguise on Level 2, the portal key to the level one 
portal is in the northern circular room in a locked container. Just attack the container with 
ny weapon and snag the bone charm there. Don’t waste the charm until after you've gone 
through the portal. 
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FIGURE 6.3: 
TME MORTUARY, LEVEL THREE 
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— WHAF'S THE POINF? 


Once leaving the Mortuary, your goal is to find Pharod. 

However, with this guide in hand, we're going to give you a different goal: Milk the 
Hive for all is worth. By running through this area section by section, you can gain a 
tremendous amount of experience before seeking out Pharod-and you'll be better equipped 
for the encounter. As you approach each section of the Hive, you should follow three general. 
steps: 


1._Speak to every local you can on each map. 


2._Complete all the quests you can on each map without having to move onto the 
next map. 


3. Before you leave each map, start as many fights as you can and kill every hostile 
thing you can find. These are generally all the thugs on the map: Don't attack 
anyone who doesn't attack first, or the Lady will become angry. The thugs will 
respawm after you leave, so they're à quick source of experience points, Just 
don't jump more of them than you think you can handle at one time. Run and. 
regenerate if you have to. 


Keep in mind that if you want to switch classes as quickly as possible, you should 
proceed to Ragpicker's Square (see Chapter 8) with all due speed and speak to Mebbeth in the 
Midwlfe's Hut (if you want to become a mage) or Ratbone in Ragpicker's Square proper (if 
vou want to become a thief). These two people can begin your training, allowing you to 
switch classes earlier and get a head start on gaining levels in these classes. 


DYING 


Don’t worry about mixing it up with the local toughs in the Hive-they have a lot more to 
lose than you do. Whenever you die here, you’ll reawaken in the Mortuary. If you ever need 
to get back inside the Mortuary, there's no better way to do it than to have some local 
ruffians use you for butchering practice. Keep in mind that defending yourself against these 
thugs is a good source of experience, and it won't anger the Lady of Pain. So feel free to 
start a few fights and put a few villainous bloods in the dead-book. 


REWARDS @f LYING 


Ir you don’t mind lying ta everyone you meet and telling them that you're someone else 
(which will rack up a number of Chaos points), you can actually turn this trick to your 
advantage in à rather odd way. Whenever you're given the opportunity to tell someone who 
you are and “My name is Adahn” is one of the options, take it. When you've told 11 different 
people that you're “Adahn,” you will imagine à new character into existence in the 
Smoldering Corpse bar. When you retumn to the bar, he'll approach you and speak to you. 

See the Smoldering Corpse Bar walkthrough later in this chapter for more details. 


CODES OF CONDUCH 


When you're wandering through the Hive, keep an eye out for the locals and try to speak to 
as many as you can: They can provide you with information about the Lady of Pain, local 
customs, portals, and the city itself. The more knowledge you gain from passers-by, the more. 
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questions you can ask future citizens. Generally, the frightened townspeople are the best ones 

to speak to: They're so terrified by your appearance that you can generally choke the infor- 

mation you need out of them 
As a final note, don’t attack the dabus. You'll gaïf nothing by killing them. 


TOUS 


You'll find touts (sort of wandering tour guides) throughout the Hive, and they're an excel- 
lent source of information on the local sies. Sull, if you have this guide in your hands, you 
have everything you needthe touts will only take your copper, and they’ give you no 
information that isn't in this book 


DABUS 


As you wander through the Hive, you'll encounter dabus-floating custodians of the Lady of 
Pain, They speak in a series of symbols, called rebuses, that are difficult to understand. 
Unless you have an Intelligence or Wisdom higher than 12, you'll need to find a local to 
translate what they're saving. Three companions can translate for you: Annah, Dak'kon, and 
Fall-from-Grace. Of the three, Fall-from-Grace provides the most accurate translations. 

Generally, the dabus don’t have much to say that's of value, but if you remember how to 
speak their language, you can gain an easy experience-point award and you can translate 
what they are saying from then on. To learn their language, you'll need a high Wisdom or 
Intelligence-one that's greater than 12, (As à side note, the experience-poìnt award for 
having Wisdom greater than 12 is much higher than that for an Intelligence greater than 12, 
but Intelligence governs how well you can translate what the dabus are saying from then on. 
If you have an Intelligence of 13 or 14, you can kind of understand what they're saying, 
but if you have an Intelligence greater than 14, then you can understand eractly what they 
are saying.) 

Note that learning the dabus-speak also helps when you are talking to Fell at Fel's 
Studio in he Hive's Red-Light District. 


FOR JUS A COPPER, MIORFE .. . 


IF you have Morte in your party, you might want to stop at the nearest lo harlot and, 
instead of partaking of her services, refuse. When you turn her down, Morte will interject 
with a comment, and then the harlot will make a blistering reply. If you insult her after this 
point, she will spit eurses at the two of you, giving Morte à bonus to his Taunt ski. (Plus, 
he'll receive a morale bonus due to your sticking up for him.) 


THE HIVE: OUFSIDE +HE 
HORFUARY 


You'll start in this section of the Hive, just outside the Mortuary. 

This area consists of an entire city block with a number of subsections (Figure 7-1). On 
the casten part of the map is an entrance to à small Open-Air Tomb (1). This is the best 
place to rest in the Hive, and one of the only places here where you can rest in peace. Also 
in this area is Angyar's House (2), the Gathering Dust Bar (3), and the Mausoleum (4), Note 
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that you won't be able to access the Mausoleum until you speak to the Dustman Norochj in 
the Gathering Dust Bar. Each of these submaps will be detailed after the main section is 
described. For now, we'll take a walk through th 


ain area 


FIGURE 7.1: 
ovutsipe tue moRtvaRY 


The first point of interest is the Mortuary Entrance (5) in the northeast section of this 
area. The door w II need to find a new way in if 
o revisit the Mortuary. You can find a quick, convenient method by visiting the 
Mortuary Gate (6). à diseased fellow by the name of Pox. In exchange 
r pieces, this rash-covered collector will be happy to slit your throat and haul 
pur body into the Mortuary. IF your Charisma is greater than 12, you can feign death 

hout Pox need 


to boot 


ä CHAPHER 7: WELCOME T@ THE HIVE 


ck behind you when you leave, so yot 
hooded f 
fora f 


g to cut your throat, and you'll get a nice, tidy experience-point bonus 


You'll discover three quests waiting to be assigned on this map. To find the first one, 
proceed to the Dustman Memorial (7) and speak to the goat-legged woman. Her name is 
Sev'Tai, and she is mourning her three dead sisters who were attacked by a group of three 
Chaosmen in the Red-Light District to the south. You can offer to dispense justice (bonus to 
Law) or hire yourself out as an assasin (bonus to Chaos) and promise to kill three of the 
Chaosmen as payback for their crime. You can choose to leave the area, come back, and lie 
to Sev'Tai about having completed the mission: but the best method is to actually go find the 
three Chaosmen in the Red-Light District (see “The Red-Light District,” later in this chapter, 
for more information), kill them, then come back and tell her the mission is done. 

‘The second quest is near the middle of the map. A wandering messenger, Baen the 
Sender (8), has lost his way and needs someone to help him find the man he's supposed to 
deliver a message to. Offer to take the message-it's a free source of copper, and irl open up 
future missions. To help Baen, you'll need to find a large man named Cradock, who is 
located in the Hive Marketplace (see “Hive Marketplace,” later in this chapter, for Craddock's 
location). When you speak to Cradock, come back and speak to Baen and hel reward you. 
‘The reward will vary based on your Charisma, but it's never more than a sum of copper. 

‘To find the third quest, you'l need to speak to an insane Hiver who is running all over 
this map. Her name is Ingress, and shel run from arch to arch, spitting out fearful 
comments, then ranning to the next one. Stop her, speak to her, and listen to her tale. At 
the end of her tale, you can offer to help her. To do so, you'll need to find an experienced 
Planewalker to guide her back to her home. Track down a Planewalker named Candrian 
Ilborne in the Smoldering Corpse Bar in the Red-Light District. (You can't really miss 
Candrianhe's the translucent one in the bar) Once you've spoken to him, come back and 
tell Ingres, then go back to Candrian in the Smoldering Corpse Bar. Hel reward your efforts 
by giving you Ingres’ Teeth. Use these teeth when Morte's nearby, and you can give him a 
bite power-up that'll make him much more effective ín combat. 

‘This map also has a quick and cheap source of experience. Go to The Post (9) outside of 
the Gathering Dust Bar. This shufling zombie has à number of notices tacked to him. Read 
them all, but when you get to the Smoldering Corpse Bar notice, choose the response that 
says “Smoldering Corpse Bar?” out loud, and you'l discover that the Post can point out 
where things are. Armed with this information, go to the graffiti scrawled on his body and 
say “Pharod” out loud. The Post will point out to where Pharod is, and you’ get a nice tidy 
bit of experience. Not bad for just clicking through responses 

Silandra's House (10) lies on the northern edge of this map. This small dwelling has 
only one occupant, Silandra. She walks around her dwelling practicing her spells; she won't 
have much to say unless you're on the Mar quest from the Hive Flophouse Circle (see 
“Flophouse Circle,” later in this chapter). 

From here, you should proceed to Angyar's House on this map. 


ANGYAR'S HOUSE 


This small dwelling (Figure 7.2} has only two occupants-Angyar and his wife. Speak to the 
woman, and if pressed, shel tell you of Angyar’s problem. He signed a contract with one of 
the Dustmen in the Gathering Dust Bar, and now he regrets it. IF ou want to, be nice and 
offer to retrieve the contract for Angyar. His wife will then tell you which Dustman he sig 
the contract with, a man by the name of Mortai Gravesend. You'll find Mortai in the 
Gathering Dust Bar in the Mortuary area of the Hive. (We cover the details of getting the 
contract from Mortai in “Gathering Dust Bar,” later in this chapter) 


ed 
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FIGURE 7.2: 


AMGYARLS HOUSE 
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without promising anything. Simply taunt him by saying there's no skill in collecting bodies, 
and he'll forget to make you promise not to tell} 

Emoric is important in that he's the one who can admit you to the Dustmen 
He'll give you several quests to prove yourself worthy, and they're à source of s 
experience. Even if you don't want to join the Dustmen, you can still accept the missions 
simply refuse to join the Dustmen after completing them. Emoric will make you co 
four tasks before admitting you to the Dustmen. 


FIGURE 7.3: 
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1 His first task will require you speak to N 


rochj (2). Norochj will tell you that a false 


Dustman is wandering the faction, 


ound the Hive pick-pocketing people and givi 
a bad name. Agree to find the false Dustman and either kill him or drive him of. 


and Norochj will reward you. The false Dustman is a fellow named “Ash-Mantle 


who can be found in the Hive Marketplace (see “The Hive Marketplace,” later in this 
chapter, for further details on how to find him). When you return to Norochj, heil 
reward you with a sum of copper, the amount of which is dependent on your 


Charisma. 


GA+HERING DUS+ BAR 
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2. After finding the false Dustman and telling Norochj, go to Emorie and tell him you 
passed the first test. Hel then telì you to speak to Awaîting-Death (3), a suicidal 
initiate. Go speak to him, and ask him why he wants to die. Speak with him until 
you either come to a deal about life and death, strangle him back to his senses, or 
even kill yourself and then wake back up. (Even angering him so he won’t talk to 
you anymore will accomplish the quest, but you won't gain any experience for this.) 
Go back and tell Emoric what you learned. 

3. After speaking to Awaiting-Death, Emoric will ask you to speak to Sere (4) and find 
out why she has “changed.” Agree to do so, and then go talk to Sere and ask her. 
about her beliefs. She’ tell you about her recent near-death experience and how it 
changed her. Follow this thread (encouraging her to either abandon the faction or 
renew her faith), get the experience-point award, and then go back and tell Emoric, 

4. _Emoric will ask you what you found, and then he'll assign you the last mission: to 
find out what's happened to Socgo from the Mortuary. Soego has wandered down 
Into the catacombs beneath the city. (He's in the Dead Nations; see “The Dead. 
Nations” in Chapter 9 for details.) Speak with Soego (or kill him) and then return to 
Emorie and tell him you found Soego. You'll gain an experience-point reward for 
your efforts, IF you wish to join the Dustmen, you may at this point. You'll get an 
experience-point bonus and access to the Dustmen vaults (the Dustmen store), and 
you'll gain the Dead Truce (which will give you +4 Armor Class vs, the undead). 

Emorie isn't the only person in the bar who can give you a quest. Chances are, if you 
spoke to Norochj about joïning the Dustmen, he seemed uneasy and troubled. Ask him what 
the problem is, and he’ tell you that he serves as a guard over one of the Dustmen 
mausoleums. He's forbidden to enter it as part of his Dustmen vows. This wouldn't be a 
problem, except that the dead have risen in the mausoleum, and he doesn't know what to do’ 
about it, Offer to help him and he'll teach you how to open the portal to the mausoleum in 
the Hive area near the Mortuary. Do not go to the mausoleum until you've gone through the 
test of the Hive quests and gotten as much experience and items as you can: This will make 
the mausoleum quest easier. (For a description of how to solve this quest, sce “Mausoleum,” 
later in tis chapter.) Whien you've completed it, come back and tell Norchj, and he'll give 
you u sum of copper based on your Charisma. 

‘Another person you should speak to is Mortai Gravesend (5), who signed the Dead 
Contract with Angyar (described in "Angyar's House,” earlier in this chapter). If you want, 
you can force Monai to surrender the contract by turning his Dustmen beliefs against him. 
You can do this in one af several ways. First, if your Wisdom is greater than 12 or your 
Charisma is greater than 10, you can offer to sign a contract with Mortai, and then, right 
before you sign, tell him that he is more “passionate” than most Dustmen you've met. Follow, 
this thread until you can ask him about the True Death. When he answers, ask him to revoke 
Angyar's contract. IF he refuses, tell him that he is preventing a soul from achieving the True 
Death and that you will tell the ather members af his faction if he does not comply. Mortaì 
will grumble and return the contract. 

IF you don’t have the necessary Charisma or Wisdom, simply speak to any of the other. 
named bar patrons (Sere or Awaiting-Death are the best choices), and then return and ask 
Mortaí about them, He'll say (like a true hypocrite) that they're all passionate and not true 
Dustmen. At that paint, ask him about passions and Dustmen, which will lead to conversa- 
tion about the True Death. Now you can ask for Angyars contract as detailed above. 

IF your pickpocketing skill is high enough, you can also pick Mortai's pocket for the 
contract, but only after he ferches ir from the hackroom. Obviously, thìs option is available 
only to thief characters. 
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FIGURE 7.4: 
THE mausoLeum 
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To enter the mausoleum, you need to have spoken to Norcohj in the Gathering Dust Bar. 
Hel tell you how to open the portal to the mausoleum. Make sure you (and your compan- 
ians, if any) are fully healed, have a number af healing items, and are well-armed, and then 
jump through the portal. When you step through, you'il be confronted by a Guardian Spirit. 
Pledge to help him clear out the mausoleum, and hel be grateful. He'l tell you that the 
intruder responsible for reviving the undead is hiding inside a protected inner chamber. 

IF you wish to gain maximum experience by killing all the undead you can find, search 
this entire area before heading to the entrance to the Inner Chamber (1). It's best if the 
Nameless One leads the way through this area, as a number of magic missile traps are scat- 
tered on the floar of the mausoleum. Be sure to examine every open crypt in the floor and 
gather all the charms, bandages, and copper pieces you can. Then rest up before facing the 
necromancer. 

IF you want to play it safe, go after the necromancer first, and then come back to the 
mausoleum. All the restless dead will have returned to their sleep, and you can explore the 
mausoleum without the fear of being attacked. 


MAUSOLEUM INNER CHAITIBER 


The mausoleum’s defile, the necromancer Strahan Runeshadow, approaches when you enter 
nmer chamber (Figure 7.5). You'll see a brief scripted sequence as the two of you trade 
and then he'll attack. He's accompanied by a number of skeletons. If you defeat 
han first, the skeletons will collapse. However, if you feel confident in your combat abili- 
vand want to maximize your experience, go after the skeletons first, and then go after 
Saha 

Strahan has a poor Armor Class, so try to pummel him with weapons with a low speed 
factor before he can get off any spells. If you have companions with you, also have them 
concentrate on Strahan. (If you have Morte, have him use Litany of Curses to try to lure 
Strahan into entering hand-to-hand combat so he won't use any of his spells) When you've 
defeated Strahan, loot his body, and then leave the sanctum, The Guardian Spirit will thank. 
you for your efforts, giving you an experience-point bonus. 

Return to Norochj in the Dustman Bar for some financial compensation. 


THE RED-LIGHF DISFRICH 


This section of the Hive is south of the Hive area that borders the Mortuary (Figure 7.6). 
It contains à number of drinking establishments, drunks, thugs, and harlots. You'll find a 
number of subquests and opportunities for experience in this area 

One of the First personalities you're bound to meet lies just inside the northern gate-a 
fat man by the name of Mourns-For-Trees (1). He's the Hive's closest thing to a gardener. 
You'll need to know about Mourns for Mebbeth's magecraft quest later on. He'll tell you of 
his efforts to try to make people care for the trees by willing them to live. If you agree to 
truly care for the trees, bring two of the following people to Mourns: Dak'kon, Grace, 
Nordom. or Morte (using Wisdom greater than 12 to persuade them), or Annah (using 
Charisma greater than 15 to persuade her). Now ask the twa characters to care for the trees, 
and you'll gain an experience-point award and help the trees grow. Belief is everything. 

IF you took Sev Tai's quest to avenge her three sisters, you'll need to hunt for three 
Chaosmen in this area. They're members of à band called “Starved Dogs Barking,” and can 
be found loping along the Northern Street (2), howling at the top of their lungs. Find them 
and make short work of them. Before leaving the map, however, make a circuit of the area 
and speak to a few of the other locals. 
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FIGURE 7.5: 
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FIGURE 7.6: 
THE RED=-LICHT oistrict 


The map has three other figures that'll prove important later on. One is a Chaosman 
named Barking Wilder (7), who sits stationary, howling at the top of his lungs. Even though 


he's a member of the Starved Dogs Barking, do nor attack him: He’ prove more useful alive. 


than dead. To ask him questions, you'll need to either be somewhat chaotic (not necessarily 
of Chaotic alignment, but have performed 10 to 12 chaotic acts) or have a Wisdom or 
Intelligence greater than 13. These traits will allow you to improvise songs and translate 


what he’s saying. Once past his confusing speak, go to 
estion nodes and ask him where your journals are. 
Not only will he tell you exactly where two of 
them are, but you'll also 
receive a batch of experience 
points for finding out the 
info. Also, if you've accumu- 
lated enough Chaos points to. 
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Chaosmen, since they don't have a store, but becoming one is worth a few experience 
points) And if you're even more chaotic, after you've joined the Chaosmen, tell him to make 
you a Chaosman again for more experience points. And if you're really chaotic, you can 
even become the leader of their faction (although this will require à large number of chaos 
points). 

A drunk horned tiefling named Jhelai (B) also wanders around in front of the 
Smoldering Corpse Bar. IF you find Craddock for Baen the Sender [see “The Hive: Outside the 
Mortuary,” earlier in this chapter), Craddock will send you on a quest to find Jhelai. (For 
more on Jhelai, see “The Hive Marketplace,” later in this chapter.) Another figure on this map 
is a large thug dressed in red and black, standing by the western edge of the Smoldering 
‘Corpse Bar (9). He's one of the thugs that stole the necklace of Porphiron, the weapons 
master in the Flophouse Círele. Don’t attack him or his fellows until you get the quest from: 
‘Porphiron: Even though you can kill them now and take the necklace, you"ll get more expe- 
rience from the quest by having it assigned to you first. Just make a mental note of where. 
they are and move on. 

Ku'atraa’s Warehouse (10) is located on the western edge of this map. Ku'atraa is the 
only oceupant, and he won't have much to say unless you're on the Mar quest from the Hive 
Flophouse Circle, 

IF you take Nod's quest to look for Amyrsse (11) (see “Ragpicker’s Square,” Chapter 8). 
you'll find her on this map at the point indicated. 


SITIOLDERING CORPSE BAR 


‘The Smoldering Corpse Bar (Figure 7.7) is almost the exact opposite of the Gathering Dust 
Bar. It's rough, rowdy, and smells thiekly of burning flesh. The permanent fixture is the 
twirling, flaming corpse of Ignus, à local pyromaniac mage who was responsible for creating. 
the Alley of Dangerous Angles. You'll meet a number of important personalities in the bar— 
some of which will appear only after you perform certain actions. 

First, speak to Barkis (1), the pudgy bartender. He's been holding one of your eyebalis 
for quite some time now, and he’ sell it back ta you for a large sum of money. (If your 
Charisma is over 12, tell him the price is ridiculous, and he'll lower it) As soon as you buy 
it, you'll have to pop it into your eye socket, so make sure you are at full health when you 
buy the eyeball back or else the pain of the operation will kill you. When you put it in, 
you'll regain memories of your fighting skills, giving you a Nash of experience. 

‘Aside from the eye, Barkis will ask you if you want to perform a quick job for him in 
exchange for free drinks on the bar. IF you agree, hel tell you that the Dustwoman Moc 
also in the bar, hasn't settled her tab yet, and he wants you to make sure she doesn't slip out 
without paying. Mochai is wandering around the bar; you can either speak to her and agree 
to pay her tab (after she tells you a sob story), or poison her drink with embalming fluid if 
you have it. Either way will settle the quest and allow you free drinks as long as you're in 
the Smoldering Corpse Bar. 

Ignus (2), the main fixture of the Smoldering Corpse, is one of your potential compan- 
dons, though getting him is a little more difficult than most companions. To free him from 
rotating on the spit, you must begin and complete the Glyve quest in the Weeping Stone 
Catacombs. (See “Weeping Stone Catacombs” in Chapter 9 for more details.) When you've 
‘completed Glyve's quest, go see Nemelle in the Clerk's Ward, and shell activate the decanter 
for you. From there, take it to the Smoldering Corpse and use it to free Iggnus. You'll have to 
use it on him in dialogue for the decanter to work. 
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_ INCAN+A+IONS FROITI IGNUS 


_ When Ignus joins your party, you can learn additional spelis from him when you become a 
mage, but you'll have to suffer for the knowledge. The spells you can learn are: 


4 e Seeking Flames 
Fiery Orb 

© _Ignus Terror 
® Infernal Shield 


For Seeking Flames, tell hìm you're willing to suffer for knowledge. Hel then scald you 
once, permanently taking 2 finger and a hit point. But hel also give you +3% resistance 
“to fire and magic fire, and give you a charred fingerbone that! teach you the Seeking 
Flames spel. 


After you've received the Seeking Flames spell, ask for more. Ignus will burn off your hand, 
giving you permanent -3 hit points, 5% Resist Fire, and «5% Resist Magical Fire. He’ 
also give you the remains of your hand, which will teach you the Fiery Orb spell 


‘eyeball im your inventory (it doesn't have to be Barks’ eyebal, just your standard onel, ask 
anus for more. He Il say he's got nothing. Offer the eyeball; you permanently lose -2 hit 
paints and gain +39 Resist Fire and +30 Magic Fire. Hel give you back the charred eye- 
ball, which you can use to learn Ignus’ Terror spell 


‘After you've received Seeking Flames and Fiery Orb, and while you have your intestines in 
vour inventory (you can get them from Marta in the Buried Village), ask Ignus for more 
spells. Hel say he's got nothing to teach you. Offer him the intestines (nothing lost this, 
time), and he'l give you back the charred organs, which you can use to learn the Infernal 
Shield spell 
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‘Once you've received the Seeking Flames and Fiery Orb spells, and while you have your a 
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Exit Dak'kon’s dialogue, open the Ist Circle (the dictionary 
stone in Dak'kon’s inventory), read it all the way to the end, and 


then exit dialogue, You must follow 
each teaching conversation all the 
way to the end to be able to continue 
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Circle to you. 


ee 


— From then on, the pattern is pretty consistent for the first six circles: speak to Dak'kon, 
read the circle, and then go back and tell him what you've learned. Your ability to learn the 
Way of Zerthimon will be based on your Wisdom, as shown in Table 7.1. 


ed 


TABLE: 7, 


HE Way OF ZERtMIMON 


Learning Attempted__ Your Wisdom Stat Granted 
Lear Ist Crcle Wisdom greater than 11_ Correct player response opens 2nd Circle 


Learn 2nd Circle Wisdom greater than 11__ Correct player response gives the Scripture. 
of Steel spell and opens Ard Circle 

Learn Ird Circle Wisdom greater than 13 _ Correct player response gives the 
Submerge the Will spell and opens” we 
Ath Circle 

Learn âth Circle Wisdom greater than 14__ Correct player Re the Vilquar's 
Eye spell and opens Sth 

Lem Sth Circle Wisdom greater than 15 _ Correct player response gives the Power of 
‘One spell and opens 6th Circle 

Learn 6th Circle Wisdom greater than 17 _ Correct player response gives the Balance 


in All Things spell, x 2 


ee 


When you get to the Gh Circle, you discover that Dak'kon has lost faith in himself. You 
now have the opportunity to heal his loss of faith. To do this, reopen the Unbroken Circle 
(having an Intelligence greater than 15 and after learning Gth Circle) and “examine it for new 
‘canfigurattons.” Read the 7th Circle all the way through, and then tell Dak'kon. You'll need a 
Wisdom greater than 18 to inform him of what it means. When you do, you get the Missile 
of Patience spell 

After you"ve taught Dak'kon the 7th Circle, go back to the Unbroken Circle with an 
Intelligence stat higher than 17 and “examine it far new configurations.” Read the Eighth 
Circle all the way through, and then tell Dak’kon. You'll need a Wisdom greater than 18 to 
inform him of what it means. When you do, you'll receive the Zerthimon's Focus spell, and 
Dak'kon gets «1 Strength, +2 Constitution, and +2 Dexterity permanently, making him much 
more effective in combat 

The last character you'll meet in the Smoldering Corpse Bar, Adahn, ís a fellow who 
appears when you tell enough people that you are Adahn. Basically, every time you tell 
another character that you are Adahn, it increments a counter by 1; when the counter 
reaches 10, Adahn will appear at the Smoldering Corpse Bar. A quick list of people you can 
lie to: 


® The Dustmen mourners (at the memorial outside the Mortuary). This counts as four 
people if you ask them to mourn Adahn. 


© soego (at the Mortuary). 
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Every Dustman male and female in the Mortuary- (This trick works only if you lie 
and say you are Adahn the first time you speak to each Dustman.) 


Bish (in the Trash Warrens). 
Death-of-Names (the crazy Dustman at the Dustmen memorial). 
Ratbone (in Ragpicker’s Square) 

Mehbeth (in the Midwife’s Hut in Ragpicker's Square). 

Acaste (im the Dead Nations}. 

Diligence lin the Clerk's Ward). 

Hamrys (the proprietor of the Coffinship in the Lower Ward). 
Nordomt (in the disintegrating room in the Modron Cube]. 


You can lie to each person only once. When you've lied to 11 people, go to the 
Smoldering Corpse Bar, Adahin should he there, and he will come and talk to you. If your 
Intelligence or Wisdom is 18 or higher, go seek out Adahn as soon as you think you may 
have created him. If neither your Intelligence nor your Wisdom is 18, try to find charms or 
ather items that will temporarily boost these stats before you speak to him. The higher either 
one of these stats, the more items you'll be able to “imagine” Adahn giving to you, IF you 
keep prompting him for items, you should be able to make out with a large amount of cash, 
a magie weapon, and a magie ring. Don't tell Adahn he's an imaginary character before 
milking him for all he’s worth, however, or hell vanish 


FELL'S S+UDI® 


Thús is one of the most important locations in the game, Fell's Studio is the only source of” 
tattoos, and you'll want to return here periodically to see what new tattoos have appeared In 
his shop (Figure 7.8) based on your actions, Fell is a fallen dabus, but as with rest of the 
dabus, he's difficult to understand. If you have à Wisdom or Intelligence greater than 12, you 
can recall how to speak to him, and if your Intelligence is greater than 14, you can under- 
tly what he's saying when he speaks to you 

tter how evil you are, don't attack Fell: You’ gain nothing by killing him, and 
driving him away Is only going to hurt your chances for success later on, as he's the only 
source of tattoos in the entire game. 

Note that you'll want to return to Fell when you recover the severed arm in the 
Dismembered Crypt in the Weeping Stone Catacombs (see “Weeping Stone Catacombs” in 
Chapter 9 for details). To ask Fell about the arm, you'll need to know who he is and what he 
does at the Studio so you can ask him about the tattoos on the severed limb. 

For additional information on the severed arm, be sure you know the language of the 
dabus, and then have Dak'kon translate for you. You can discover that he isn't translating 
Fell's speech correctly, and then trap him up in a lie. When you find he's lying to vou, 
confront him outside of Fel's dialogue about it, and he'll tell you all he knows about the 
symbols on the tattoo on the severed arm. 
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FIGURE 7.9: 
TME HIVE MARKETPLACE 


IF you agreed to deliver the message to Craddock for Baen the Sender (sec “The Hive. 
Outside the Mortuary,” earlier in this chapter), you can find Craddock (7) in the marketplace 
proper, watching over the laborers in the area. He's the huge thug with dark skin, just north 
of the boxes in the marketplace. Speak to him, tell him you have a message, and hel tell 
you he's Cradock. Deliver the message, then listen to his tale of woe about being short 
handed: One of his laborers, a drunk tiefling named Jhelai, and he needs the extra 
hand. Offer to go find Jhelai. (He's outside the Smaldering Corpse Bar-sce “The Smoldering 
Corpse Bar,” earlier in this chapter. Listen to what Jhelai has to say, and then go back to 
Cradock and either lie about what Jhelai told you to say or tell the truth. (IF you have Morte 
in your party, be sure to tell Craddock the truth about what Jhelai said, and then let Morte 
listen to the insults Craddock will spit out. Morte will get à taunt bonus for his Litany of 
Curses ability.) Regardless of whether you told Craddock the truth, you can offer to work for 
him and gain a bunch of copper pieces based on your Strength. Be sure to go back to Baen 
the Sender as well and collect your money for delivering the message 
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You'll encounter a number of colorful personalities 
in this section of the Hive, Among them is the false 
N Dustman, Ash-Mantle (8), 

who's been pickpocketing 
everyone he meets. If you're 
on the “expose false 
Dustman quest” for Norochj 
in the Dustman Bar, you” 
find the faker right here. 

You can confront Ash 
immediately. Note that just 
calling him a pickpocket 
and making him run off will 
complete the quest, or you 
can kill him. But if you 
have a Dexterity over 12, 
is better to confront him, 
grab his hand before he can 
fee, and then milk him of 
his stolen goads. (But don’t press him too much ar he'll just attack.) Then let him go or 
Kill rien 

Also wandering around the southwestern portion of the map is the Crier of Es-Annon 
(9), wandering monk veho's mouming a forgotten city. Either tell him his quest is pointless 
and hispeople should save themselves, or offer to inscribe the name of his city on à tomb- 
stone for him, To complete the tombstone portion of the quest, go to the Dustman Memorial 
fn the Hive outside of the Mortuary and ask Death-of-Names to inscribe “Es-Annon” on the. 
monument, Then retur to the Crier and receive an experience-point award. (In addition, a 
new tattoo will show up in Feli's store, whether you talk the Crier out of mourning or have 
the eîty name carved on the tombstone outside the Mortuary. 

Outside the Office of Vermin and Disease Control ís a rat-catcher called Creeden, the 
Butcherer of Rats (10). If you consume enough of his rat delicacies, à new tattoo will appear 
in Fell's Studio, though the price of stomaching so much raw rat meat may nat be worth it. 

Another fishwife can be found south of the marketplace, an elderly woman by the name 
of Meir'am (11). You'll need to know of her for Mebbeth's magecraft quest. Speak to her, 
find out what she knows about you, then continue on. 

A dung-ridden storyteller, Reekwind (12), lies ìn the northern portion of the map, near 
the entrance to the Alley of Dangerous Angles. Talk to him, and purchase all the stories you 
from him, especially the one of how he came to be cursed with the foul stench that 
surrounds him. To free him from his curse, you'll need to travel to the Civic Festhall in the 

Clerk's Ward, find Jumble Murdersense, complete the mission there (see “Civic Eesthall” in 
Chapter 12 for more details), and then retum to Reekwind after you“ve forced Jumble to 
remove the curse. 

to hear Reekwind's stories about the Alley of Dangerous Angles, a tale about 
Ignus, a story about Pharod, and-if your Wisdom or Inteiligence is greater than 13-you can 
also prompt him for a story about yourself, a story that you must end. In telling your story 
to Reekwind, you gain an experience-point award and a clipped copper common, which is 
actually à good luck charm. (Note: Reekwind's stories are the only way you can discover that 
Tgnus had à teacher. IF you get Ignus in your party, ask him who his teacher was, and you 
can gain an important memory.) 
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Brasken’s House (13) lies along the northwestern edge of this map. It has only one 
‘occupant, Brasken, and he won't have much to say unless you're on Mar's quest from the | 
Hive Flophouse Circle (see “Flophouse Circle,” later in this chapter) 


OFFICE OF VERIIIN AND 
DISEASE CON+ROL 


You can come to this small office building (Figure 7.10) to sell any cranium rat-tuïls you 


may find during your travels. Phineas T. Lort runs the Office of Vermin and Disease Control 
After you sell over five groups of rat-tails to him, hel tell you of an encounter with a 
wererat in his basement, and ask you to kill it. Don't take jest immediately 


unless you ha nd à chance of 


killing the wererat in the basement 


nchanted weapons, or so many offensive spells th 


FIGURE 7.10: 
THE OFFicE Of vermin ano Disease COntRoL 
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FLOPHOUSE CIRCLE 


This section of the Hive (Figure 7.11) has a amber of characters you'll need to know about. 
In the eastern section of the map is Porphiron (1), standing silenty by himself. This paci- 
fistie warrior monk recently had his necklace stolen by three local Hive thugs. Offer to 
retrieve the necklace for him, and then, when you get the chance, go back to the outside of 
the Smoldering Corpse Bar and find the three thugs. (They're dressed in red and black and 
are located on the western edge of the outside of the bar.) Either kill them for the necklace, 
buy it back from them, or-if your Intelligence is greater than 12-lie to them and say that 
Porphiron has friends that are looking for the thugs. The best solution is to lie to them, and 
theur provoke them into a fight and kill them. Go back to Porphiron and give him the neck- 
lace. Hell then agree to train you in weapons; you can spend your proficiency points here 
and get training in using your fists, edged weapons, clubs, hammers, and axes 


FIGURE 7.11: 
FLOPHOUSE CIRCLE 


In the northern section of this map is Fleece (2). a pickpocket who behaves similarly to 
the Drunk Damsel (Smoldering Corpse) and Ash-Mantle (Hive Marketplace). If your Wisdom. 
is greater than 12 and/or your Pick Pe is greater than 9%, observe Fleece try to pick 
your pocket before confronting him. Then, if your Intelligence or Wisdom is greater than 12, 
you can study his technique and gain a bonus to your Pick Pocket skill. (IF your Wisdom 
ater. If you confront him, be sure you have a Dexterity 
him when he tries to run. IF you catch him, demand your 
n he stole from you 


is greater than 15, the bonus is 


greater than 12 so you can carel 
money back, and hel 
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North of the flophouse is a tiefling called One-Ear (3). You'll need to return to him 
you enter the flophouse in tk 
this chapter) 

You'll also find Mar (4) in this section of the Hive, south of the Flophouse. If you want 
to really hoof it on a mission, accept his offer to de 
the Hive Red-Light District. Ku'atraa will send you to Brasken in the Hive Marketplace 
Brasken will tell you the history of the box, and will then tell you to go find Shilandra in the 
area of the Hive just outside the Mortuary. Shilandra will tel 
the box, and wili suggest you go to the cathedral in the Alley of Dange 
the Alley of Dangerous Angles is a cathedral to Aoskar. You can have Aola at the cathedral 
remove the curse, and then retum to Mar and talk to him about what happened to the box 
and he'll reward you for your efforts 


FLOPHOUSE 


This flophouse (Figure 7.12) is in the center of the Circle. When 
lord Arlo (1) and ask him about Nestor. OfTer to help him get rid speak 10 
Nestor (2) and ask him about his fork. His fork was stolen by One-Ear in the Hi ide 
Either kill One-Ear or-if your Intelligence is greater than 12 and you don't mind a lite 
Iying—ask him in à rounda 
can help prevent Nestor from haunting him. 


a and are on the Nestor quest (see “Flop later in 


r a box to a person named Ku'atraa in 


u more about the history of 


us Angles. Inside 


out way about what happened to his ear, and then tell him you 


FIGURE 7.12: 


FLOPHOUSE 
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One-Ear will 
would for kli 


turn the fork, and youIl gaîn experience for tricking him (more than you 


to-Nestor, and then tell Arlo you completed the quest, 


im). Return 


and you can sta’ 


ALLEY OF DANGEROUS ANGLES 


Dom't enter the map shown in F 
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then go after the other gang's leader. The Darkal 
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toll col 
portion and take out any toll collectors there 


side as the gang you favor, kill the toll-bearers for the other gang, and 
y Shivs (the evil gang) guard the northeast 
ang) guard the southwest entrance to 
om the northeast and slaughter any 
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FIGURE 7.13: 
ALLEY OF DANGEROUS AnGLEs 


e center of the Hive like an open sore, I's filled with all 
manner of thugs and cross-trading filth. The Alley is currently a fighting ground between the 
Razor A; led by Krystal d the Blackalley Shivs, led by Rotten William. A vigilante 
named d. Yau can choose to ally yourself with some or 

g n. help the Razor Angels: if you want to 


This thug-ridden street lies a 


none of them. If you 


to support 
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en William (2) and 


help the evil faction, back the Blackalley Shivs 
Blackrose. You can either speak 
Blackrose (3) for her, or go to Rotter 
In Rotten’s case, he'll attempt to bet 
ters, doing the job for Krystall is the bes 
ence-poïnt awards as the other characters. Also, the 
without à toll from that pe 

Also on this map is the Ruined Cathedral (4), the Burnt Build 
Tents ( 
mages-in-training. One tent has à r 
‘and in Rauk's Tent, it's hidden in the 


BURN BUILDING 


This building (Figure 7.14) is located in the lower-mì 
Angles, Inside is R 
the mages-in-training in the building, Agree to go to 
rings back, and then go back to Rauk. To make it easier on you, however. any bre 
or gold ring will satisfy the requirements for his mission. 


ceds for the 


). Each tent holds one 


section of the Alley of Dangerous 


k, who's missing three rings. silver, and bronze-that he needs fo 


je tree tents on the map, 
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n this part of the Hive is partially destroyed 


It seems as 
and the next build 


RUINED CAHHEDRAL 


This building (Figure 7.15) is 


pf the Alley of Dangerous 
h the Mar quest (see the 
ym's gem (see the next 


n, become a priest of 


ie Alley of Dangerous Angels. 


FIGURE 7.15: 
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You'll have to muck your way through some rather untidy parts 
of the Hive to learn more about yourself. But, by now, you and 
your friends have gained some street-savvy, and aren't the 
pushovers you once were. 

Make your way through to the Buried Village to talk to 
Pharod, and you'll uncover a treasure trove of information 
about your past. 


— RAGPICKER'S SQUARE 


When you've hit Ragpicker's Square (Figure 8.1), you know you're one step closer to finding 
Pharod. 


FIGURE 8.1: 
RAGPICKER!S SQUARE 
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The locations on this map include Mebbeth's Hut (1), Vlask's Trap (2). Jarym’s House 
(3), à Portal (4), and the Entrance to the Trash Warrens (5). Mebbeth 15 the local midwife, 
while Vlask’s Trap isn't so much a dwelling as it is a portal that leads to a sealed-off 
building. 

Vlask’s Trap seems to be the entrance to a building, but it's actually a portal that leads 
(0 a structure with no way out. Unless youre willing to shell out some hard coin, make sure 
you're fully rested and have full spells and weapons ready when you enter this location. 
‘When you walk through the door, you'll appear in a small house, and then Vlask and his 
bastard friends will show up and demand you pay for the key. Vlask himself is a low-level 
mage, but his Armor Class ìs low. If Morte's in your party, have him taunt Vlask into hand- 
to-hand combat to prevent him from using his spells, and lay into him yourself as quickly as 
possible. Then move on to Vlask's two thugs, who are both 3rd-level fighters and tougher. 
than Vlask himself. This a tough battle, so try to cast as many persistent spells as you can on 
the Nameless One and Morte to give yourself an edge. If you kill Vlask, this house will never 
again be available to you. To leave Vlask's house, you'll need a glass bead, which vou can 
either buy from him or loot off of his corpse. 

Jarym's House is the home of Jarym, who seeks a gem for his incantations. You can 
obtain this gem only by accepting Mar's quest in the Flophouse Circle (see “Flophouse 
Circle,” Chapter 7) and following it through to its conclusion in the Ruined Cathedral in the 
Alley of Dangerous Angles. When you've finished the quest, Aola will keep the gem he got 
from the Moridor's box, and you can buy it from him for a sum of gold. Then you can take 
it to Jarym, who will reward you for finding it. 

A number of important people are in Ragpicker’s Square. One is a fellow named Nodd 
(6) who ís wandering back and Forth along the southem part of the map. Hel want you 10 
find his sister, Amyrsse, who is in the Hive Marketplace (see “Hive Marketplace,” Chapter 7) 
‘When you find her, tell her Nodd is looking for her, vake her money, go back to Nodd, and 
then drop it off (or not—the important thing is that you tell him what happened to his sister) 

‘Another important figure is a thief named Ratbone (7). For a small bit of copper. hel 
agree to train you as a thief. Rathone can switch your class to a thief whenever you speak to 
him, and you can get a sum of experience for it as well. After speaking to him, head inside 
'Sharegrave's House (8) and speak to Sharegrave. Tell him you're looking for Pharod, that 
yau don't like Pharod, and that if he's willing to pay you for your time, you can find out 
where Pharod is getting his mother-lode of bodies. (This quest is similar to the one that 
Emoric assigns you in the Dustman Bar, so you can kill two quests with one stone 

Also find a Collector named Marrow-Friend (9) who's wandering about this map. He's a 
‘cannibal, and he'l trade a finger he's gnawing on for one of yours. Agrec to do so, and you 
‘can get a finger power up with a new ring. 

‘To reach the Entrance to the Trash Warrens, you'll need to find the “Jurk” item from 


‘somewhere in the Hive or Mortuary and use it on the Ragpicker's Square Portal to allow vou 
10 jump through. From there, you should be ready to descend into the Trash Warrens 
, 
MEBBEFH'S HUF 
‘This small hut holds Mebbeth, à godsend to all the Hive- She's friendly, shell allow vou to 


rest here, she’Il heal your whole party if you ask her to, and she has à store (Figure 8.2) that 
offers a decent stock of charms and other helpful knick-knacks. 

But most importantly, she's one of the hest mage tutors in the game. Ask Mebbeth about 
what she does, and then, if you want to become a mage, ask her to train you. She'll ask you 
to run à number of errands for her. The first is to take a black-barbed seed she gives you and 
find some herbs from the fruit merchant in the Hive Marketplace. When you go to the 


RAGPICKER'S SQUARE 


merchant, he 
Hive 


From there 
He’ help 


Mourns-For-Trees in 
row the herbs you need just 
prout around your hand. Take 


FIGURE 8.2: 
messeturs Hut 


ie Hive Marketplace (again) and pick up her 


m a fishwife in the Hive 
to help you, so you 

uth of the Hive 

fish you need, but you'l need. 

he Hive Marketplace, speak to the 

a tankard. She'll give you one; now 


of the training. Go 
age training as well as some 
you have Dak'kon in your 


isdor rt trying to learn as much as you can 
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from the Unbroken Circle of Zerthimon to add even more to your stock of spells. Note, too, 
that once you've been trained by Mebbeth, Dak'kon can switch vou back and forth between 
the professions simply by talking to him 


TRASH WARRENS 


Before entering the Trash Warrens (Fig 
make sure everyone’ 
the rest of the adve 
‘Trash Warrens shouldn't pose too much of à threat. They're 
who'll try to attack you in groups whenever they can. Make sure these u 
opportunity to surround you, or you may find yourself returning ta the Mortuary. Whe 
you encounter a group of thugs, try to fall back to a, 
one at a time. This should make disposing of them relatively painless-for you 


e 8.3), you'll want to rest at Mebbeth’s Hut and 


pt healing items « je thros 


pped in their quick slots. IF you've 


ures in the Hive and gathered all the experience and 


led with knife-wielding 


hs never have an 


rridor and lure them to y 


FIGURE 8.3: 
THE TRASH WARBENS 


Oceastonally, you"ll encounter a lone thug in the Trash Warrens 
off to warn his friends. Try to take out lone hostiles as quickly as possib 
Morte ín your party, have him u 
before they can fee and tell their friends you're there 


Litany of Curses on 1 


199 


The Trash Warrens have only two figures of note: Anamoli at the Front Entrance (1), 
and the huge boss of the Trash Warrens, Bish, who lurks at the end of the Warrens near the 
Bell Tower (2). Bish is surrounded by a large.number of thugs, so be sure you're well-rested 
before stepping into that area. Note that if your Strength and Wisdom are above-average 
(greater than 13 should be enough), Anamoli will let you by, and if your Charisma is high 
enough (higher than 12 should suffice), Bish will let you pass without a fight. There's 
nothing wrong with butchering them, however, if you want some more experience points. 
The Exit to the Buried Village (3) is located in a trap door in the bell tower in the 
southeast comer of the map. Before you leave, however, you might want to explore the 
secret portal (4) in the northeastern section of the Trash Warrens. You can activate the 
portal just by having a rat tail in your inventory. The portal leads to the secret room (5) 
where you can find a number of goodies. But beware, you'll have to go through a nest of 
eranium rats. If you want to make a try for the goodies, heal up and equip yourself with the 
stest attack weapons you have. You'll want to quickly wipe out as many rats as you can 
before they start casting spells. The Corpse Fly charm works great against cranium rats, since 
they tend to clamp up and don't have many hit points. 


THE BURIED VILLAGE 


This huge city block was buried beneath the Sigil streets by the dabus. Take a look at Figure 
B.A vo get an idea of the general layout. You'll find a lot of cutters running around this arca, 
but you'll only need to speak to a few of them. Be on your guard: A few Trash Warrens 
thugs are wandering around, and they'll attack you on sight. Make short work of them, but 
don’t move on to the other villagers unless they start some trouble first. 

Beginning by the Front Entrance (1), the exit from the Trash Warrens, first visit Marta 
the Seamstress (2), wha is busily dissecting all the carpses that get brought up from the 
catacombs. Speak to her, ask what she does, but do nor clean out her store if the option 
presents itself. (lf you take all her stuff, her store shuts 
ni down permanently. If you don't care about healing items, 

just take what she gives 
ELS you). As soon as you ask 
what she does and why, ask. 
her to operate on you, 
moving on to each of your 
major body parts. She should 
find one special item lodged 
in your body, and during the 
process, she should also yank 
out your intestines, which 
can prove useful later if you 
want to learn magic from 
Ignus. 
From Marta's house, move along the perimeter of the Buried Village. Enter various 
) houses, take what yau can from whoever will let you, and be sure to meet Ku'u Yin (3). He's 
| located in the western part of the village, and is missing his name and number, which gives 
him his identity. When you leam that Ku'u Yin has lost this info, proceed southeast and 
N speak to Radine (4), the person who stole it. She”ll refuse to give it up, Go talk to Ku'u Yin 
gain, and then go back to Radine. She should agree to surrender it to you. When you return 
Kur'u Yin's name, hel give you his number, which is a ward against chaotie creatures. 
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Ojo's House (5) is the home of a simple-minded Col who talks to a “man in the 
walls.” Try to plumb as muc 


In the eastern part of the vil 


h information as you can out of him, then leave 
lector Uhir (6). He's mourning 
mbs beneath Sigil while on a raid. He 


the loss of his lucky knife, which he lost in the Cata 


‘says it was stuck in a ghoul, and he'll ask you to go fetch it for him. You'll find it embedded 


in one of the male ghouls in the Dead Nations (see “Catacombs, Warrens, and Alle 
Chapter 9) 

The corpse-peddler Quint (7) lives in à shack in the northern part of the v 
give you the inside scoop on some of the people in the vil 
stocked store, and he'll set up another quest for you. He 
lace of teeth that was on one of the Collectors, Gris 


Fetch a certain neck 


e Vulture he went dow 


catacombs and didn't return. (Gris” body is in the 


rypt of the Embraced in the Catacombs; 
see Chapter 9 for details.) 


FIGURE 8.4: 
THE BURIED viLLacE 


Once you've spoken to these residents, go to IIl-Wind Court (8), where 
with Pharod. Not surprisingly, Pharod he can help you-for a price. Hell hi 
what he knows to you, but y that he needs 
before he can tell you anythi 
Dust Bar,” Chapter 7) and/or 
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chapter) to find out where Pharod gets his bodies, you can ask him about this now and get 
the answer directly from him. He'll try to make you swear not to tell, at which point you can 
either swear you won't (and not tell Emoric and Sharegrave) or lie and promise not to. If 
your Charisma is over 13, you can avoid the issue by telling Pharod that whatever his big 
secret is, it can't compare to the study of magic, as he claims. This will make him indignant 
enough so hel tell you the secret without exacting a 
promise from you 


‘The Bronze Sphere 
Pharod needs is in the 
Drowned Nations, near the 
body of a dead Collector. 
You'll need to go down into 
the Catacombs, through the 
Gatehouse (9) in the south 
eastern part of the map. The 
gate guards aren't particu- 
larly friendly or imaginative: 
Once they let you through 
the gate (with Pharod's 
)‚they'Il demand you pay them if you want to get back through. If your Dexterity is 
ough, you can grab their arms as they reach through the gate and force them to open 


Don’t Kitt PMAROD. IF YOU DO BEFORE YOU 
RETURD TME BRONZE SPWERE, 1E GAME Witt 
tno, vovru neo wis inronmation ie vourng 
to continve on vour quest. 


high 


the gate by twisting 


When you return with the sphere, try to have as 
many items as you can thar’ bump up your Intelligence 
and Charisma. A high Intelligence will allow you to 
confront Pharod about certain things; when he spills the 
secrets on everything he 
knows about you, ask him if 
he took any tribute from 

at tis voint, annen witu join vovr. your body, then threaten him 
ranty. nen twier sits can PAOVE vstrut on to make him give it up. The 
voun jovaper, ano twev’ut actow vou to amount you get back 
switen to twier cuass wuenevenvov wisw. depends on your Charisma, 
PaovioeD vOUrve aungamY LEARDED macic After this sequence, 
FROM MEBBEFK AnD YOU HAVE DAK:KON Pharod will summon his 
ano Annam in vou vantv, the Lattantwo adopted daughter, Annah, 
SHOULD aLLOW vou to switcm Between twe re 


ricnten, mact, ano twier cuasses wweneve halted 
ed are found-in an alley beyond 
vou want. 


the Painted Door in the Hive 
Red-Light District. They’ 
teleport you directly there if 
you wish. 

he has the sphere, Pharad is not long for this world. When you enter the 
Tenement of Thugs (see the end of Chapter 9), wait for the death movie, then go back down 
to MI-Wind Court, take his crutch, and walk to the northern section of the Court. A portal 
should open up that will allow you into Pharod's secret vault. Plunder that area for all it's 
worth, then leave by the portal in the bottom of the map 


Note that once 
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The first location you'l hit upon leaving the Buried Village is the Catacombs. When you 
return with the sphere from the Catacombs, you'l be returning to the Hive. Brace yourself: 
Things get even stickier from here on out. 


THE BURIED LON 


Za fl 


sry ta er blocking your way into the next 
series of adventures. 
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FIGURE 9.1: 
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This dark little place consists of t 
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FIGURE 9.3: 
CRYPT OF tme EmBRACED 
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“The Riddling Skeleton will ask you not to tell anyone the answer once you've discovered it 
IF you ignore the Riddling Skeleton’s advice and tell the Puzzled Skeleton the answer to the 
riddle, you”ll gaîn some experience 

‘The next part of your adventures in the Dead Nations has to do with your being able to 
leave again. You're going to be taken prisoner, and you have only two ways to eam your 
freedom. The first is to carn the trust of your jailer, Hargrimm. He wanders about the Dead 
Nations, just walk around and you should be able to find him. 


“TRUS* IE, HARGRITIIT” 


Earning Hargrimm's trust involves two steps. When you first ask him how you can convince 
húm to release you, he’ tell you to go kill some of the cranium rats that have infested the 
area. The rats spawn at the dead-end of à passageway (3). Once you've killed six rats, 
return to speak to Hargrimm. You're halfway free. 

‘The second thing you have to do to earn Hargrimm’s complete trust is to expose a 
cranium rat spy within his organization. Soego is the spy, but you'll need proof to persuade 
Hargrimm of this. Soego also wanders, generally keeping to the northern portions of the 
map. 

‘To get it, first find the Doubtful Skeleton (5). Talk to the skeleton and you'll find out 
that he's contemplating Truc Death. Then go to Soego's Chamber (4) and tell Soego that the 

Doubtful Skeleton is thinking about True Death, Soego 
will walk of to talk to the Skeleton, which gives you 
time to poke through Soego's things. 

Examine the big metal 
slab in the room and you'll 
nd Soego's Journal. Once 
you've seen the journal, 
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WORK-tMis time. two actions for Hargrimm, 
you”Il have earned enough 
of his trust to enable you to 
leave 


STLL KEEP QUIEF, HARGRIITIT” 


‘The other way that you can get Hargrimm to grant you your freedom is to ask if you can 
make an appeal. (“Could he be convinced to allow atherwise?”) Talk to Stale Mary (6) and 
ask for her help, Tell her that something’s wrong. (1 want to speak with him. Something’s 
wrong here”) 

Shell tell you how to enter the Throne Room (7) via th 
portal to see what you can see; you'll discover one of Hargri 
agree to keep your yap shut, Hargrimm will set you free. 

Keep your mouth shut. If you tell Acaste, the Ghoul Queen (8), that the King is dead, 
the zombies will run amok. And there's nothing worse than a horde of manic zombies. 

On the way out you may be able to spare some time and effort an behalf of a distraught 
zombie (9). It seems that she's missing her name. She1l tell you that it's inscribed upon her 
tomb and ask you to find it for her. You could go look for her tomb, but the name that you'd | 
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FIGURE 9.5: 
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1. Threaten your way out, if you're strong enough 
2. Bribe your way out, if you have enough money 
3. Talk your way out 


IF none of these work, the other guard should attack the one who's been talking to you 
and let you out. That should be the last resort, though. 

If you've already made your way through the Dead Nations, then most of the work 
tis already behind you, You'll end up talking 


of the cranium rats. Many-as-One threatens you and 


to Many-as-One (1), the hive-min 
tells you to go spy on the Dead N. 
Dead Nations area now. You”ll be able to find out, or 
is nothing but a sham. 

IF you've killed any of the rats in the Warrens of Thought, Many-as-One will let you go 
with your life. However, if you've refrained from killing any of the rats, Many-as-One will 
give you a memory as a reward. You can lie to Many 
the memory, If you've killed too many rats, the entire c 
leave them alone. If you choose te 
treasure. From here, you can also go to the Drowned Nations (4) and to the Weeping Stone 
Catacombs (5). 


THE DROWNED NAFIONS 


You'll find two items that you need here in the Drowned Nations (Figure 9.6). 
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One is the Decanter of Endless Water (1), which you need to recover to help Glyve 
in the Weeping Catacombs (described in “The Weeping Stones Catacombs,” earlier in this 
chapter). Recovering the decanter is relatively easy; getting vour next item is going to be 
bit tougher. 
You'll have to fight your way past some aggressive Trocos to get to the Bronze Sphere (2), 

Once you get the sphere, return with it to Pharod and deal with him before proceeding on. 

Once you're done with Pharod, you should retumn to this area, which is mainly a combat 
rea. Youil find a full complement of monsters here to test your mettle. Watch out for traps 
and triggers that will bring the denizens rushing to you. You can move on to the Trapped 
Tomb (3), the Warrens of Thought (4), or the Dead Nations (5) from here, 


THE TENEIENE @f THUGS 


After surviving Pharod's trial with the Bronze Sphere, the next stage of your quest involves. 
finding the last place your body was found before it was carted off to the Mortuary. Annah 
will lead you to the section of the Hive where she found your body-though you may have to 
put a horde of Chaosmen in the Dead Book to get there. 

IF you agree to follow Annah to the place where she found your body, shel lead you to 
the “Palnted Door” In the Hive Red-Light District and give you the secret of opening it. 
(When the door can't be seen, it becomes real.) Before opening the door, you should rest up, 
equip yourself with the best weapons you can, and fill your quick-item slots with healing, 
Hems or attack items, The Tenement of Thugs (Figure 9.7) is a heavy combat zone, and 
chances are, you'll make someone angry enough to attack you as you enter and make your 
way through the building. 

On your way through the tenement, w: 


tch out for traps. Whenever you enter à new 
room, either you (if you're a thief) or Annah should scan the arca with the Find Traps ability 
on and look for trouble. When uncertain about an area, the Nameless One should always go 
first, as he'll heal quicker than anyone else. Then again, if you happen to die, it isn't too 
bad-you'll end up in the Locked Room (1) in the Southwest corner of the building. So, if 
you can't pick the lock or don't have a Knack spell, just die, and you can get inside. The 
keys for the room can be found on the body of ane of the Starved Dog thugs inside the main 
compound. 

From the Entrance (2) to the tenement, carefully make your way into the corridor 
between the rooms of Tiresias (3) and Sybil (4). If you're a Chaosman and have 20 coppers 
to spare, speak to Tiresías and see if he can help you thread your way through the building. 
t hath requirements, Tiresias will tell yau about a secret door (5) in the south- 

western portion of the map that can be used to avoid 

the main group of Chaosmen thugs and get into the 
ley without too much 
trouble. If you are not a 
Chaosman, you have 

EFORE YOU makg PREPARATIONS to LEAVE tue nothing to gain by talking 
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room opposite Tiresias, and. 
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speak to her. She'll tell you 
how to slip past the Chaos 
Chaosmen upstairs is holding 


item when you escape the tenement.} 

The Tenement of Thugs has three f 
the top foor has a particularly nasty soel 
talking about. Either sneak in the 
Curses on him, or make sure yc 
with melee attacks until he Falls 

Keep the key, then take it back down to the first floor and open the Side Door (6). Sneak 
through the back crates or fight the Chaosmen-vour che 
IF you agreed to help Sybil, shell be waiting f 


en leave by the back exit 


de, in the Pregnant Alley 


FIGURE 9.7: 
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To accomplish these goals, you'll need to do a few things. First, from the Tenement Exit 
(@), travel down to the SE Alley Exit (2). When you take the SE exit, you'll come “face to 
face” with the living Alley itself. Ie1l tell you it saw ou killed in the Alley, and you'll have a, 
vision of being struck down by shadows. 

À The Alley needs your help. III ask you to stop the dabus making repairs in the main. 
portion of its street. To do this, return to the main Alley and head into the Sealed House (3). 
Inside, you'll find the body of a dead dabus. Touch the corpse and learn what happened to it. 
Take its hammer and then leave. Return to the out and then go speak to the living 
dabus. Tell it you found its dead companion, and it'll go to investigate. When it enters the 
house, the door will lock, sealing the dabus inside and preventing it from fixing the Alley 
anymore, 

Go back to the Alley face and tell it your success. Il then ask you to undo the damage. 
the dabus has done, To do this, return to the Alley and find two spots: Construction One (4) 
‘and Construction Two (5). Here, you can use à hammer (found with the dead dabus) and a 
‘prybar (which you can get in the first floor of the Tenement of Thugs, if you dont already 
have one) to reverse the construction. You'll carry this out through dialogue with the build- 
ings themselves. 

When you've restored the Alley, return to the Alley face, and irl transform, giving birth 
and allowing you access to the Lower Ward. 


THE PREGNAN+ ALLEY 


ÉCHAP+ER Io: } 


THE LOWER 
WARD 


The Lower Ward is the industrial heart of Sigil. It is the home 
of the Great Foundry, which is the Godsmen headquarters, 
and there are a huge number of intrigues going on in this 
carefully. And try not to breathe in too many of 


things going on in this ward, it's a good 
before ing out on your travels. 
of the entire Lower Ward, 
Caverns and the creepy 
're likely to encounter 
streets and passages. Then 
1 e. You'll chance 


tattoo if the time is right. RIO the way you'll find murder, 
mystery, and monsters, and get some practice with your 
dying skills. 


AN OVERVIEW 
OF +HE LOWER WARD 


Wel take a detailed look at each of the important arcas in the Lower Ward, but first let's. 


Jook at the big picture (Figure 10.1) 


FIGURE 10.1: 
THE LOWER WARD 
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(1) The Wrecked House 
(2) The Open Air Market 
G) The Printing Shop 


(4) Brokah and Miccah's 
Pawn Shop t tuis roint, vou”tt MAvE access to a 


wonoereuL tuinc: tue sicit avto-mar. 
FROM NOW On, WHEN YOU EnTEROR LEAVE a 


(5) Hamrys’ Shop 


(6) The Vault of the Ninth World anr voo Nanda va 10 ha 
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(8) The return to the Alley of ano tue wive raster twan waurdne TROVEN 
Lingering Sighs twe vracnant ALLEN. 


Before we visit these locations, let's 
focus on the personalities scattered 
throughout the Lower Ward. 

The most notable of the locals with no 
quests attached is Korur (9), a huge pustule-ridden fellow standing just south of the entras 
gate. He can give you some of the scoop about the ward's goings-on. Korur can also help 
train you as a fighter, so use him if you want to spend some proficiency slots 

Near the gate where you entered the ward is Xanthia (10). This cold-hearted upper-class 
woman is seeking a curious form of revenge agaïnst the three thokol 
her, the leader of whom is Thorp (11). To complete this quest, talk to Xanthia first and find 
‘out what's going on. Then either cross over and wam Thorp he's about to get whacked, or let 
him go to his fate (if you do this, be sure to speak to Xanthia again and fetch your reward) 
In this case, warning Thorp fetches you more experience and even some extra spendin 
money. 

One quest that can give a helluva boost to your Charisma is Sebastion (12), a mage who 
has fallen on some difficult times with a local green abishai, Grosuk (1,3). Scbastion’s 
mission is a simple one-he wants you to relieve him from an unpleasant contract and go kil 
Grosuk for him. IF you agree to do it and succeed, he'll give you +2 to your Charisma. Note 
that you'll need à magic weapon and/or lots of spells to kill Grosuk: if you don’t already 
have a weapon, be sure to purchase one fram the shops in the market 

There's a fellow called Giltspur (14) hanging around outside the Open Air Market. He's 
more than a shopkeeper-he also assigns a number of courier quests and pays à fair amount 

of copper for them. Giltspur's first quest is to ask you to 
take a handbill and get it printed at Scofflaw Penn's 
Printing Shop 3). He will then commission you with a 
message to Keldor at the Great Foundry (21). The last 
quest will be to post a 


toss the street from 


handbill at the Smoldering 
Corpse Bar (see the Hive 
pastion can taain vou as a mact, ir vou Red-Light District). Beware 
wism, or can switen vou sack to a mace If you have lied to enough 
ir vourng a richten. ontwier. senastion is people abs 
Bou twe SOURCE or one quest (cRosur) be waiting for you at the 
ano twe Eno or anotnen (oimtage; see Smoldering Corpse Bar. 
_mamays: sop Later on). IF you haven't yet had 
enough running around at 
this point, find Trist (15)— 
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she's one of the unfortunates on the Auction Block (16). 
Trist is about to be sold into 
slavery to pay a debt. Listen 
vo her story and get two 
names: Byron Pikit (the 
moneylender) and his asso- 
ciate, Lenny. Go find Byron 
(17) and speak to him until 
he mentions Lenny. Then ask 
him about Trist until he 
responds with the informa- 
ton that the loan papers 
she's missing may have been 
stolen. Then go find Lenny (18) and tell him Byron sent you. Ask Lenny about Trist's papers, 
t's better you take the good route on this mission-after you get Lenny to admit he still has 
the papers, tell him you don’t work for Byron. Then Lenny will tell you where you can find 
evidence that Byron's a erook; it's in the Warehouse (6). Say the key phrase to the floating 
head at the warehouse and you'll get the papers. Take them to Deran (19), the slave 
uctioneer, and he'll set Trist free. 

At this point, you can milk this quest for even more by talking to Trist again (she'l 
reward you if you're nice), and by giving the loan papers to Corvus the Harmonium guard 
although you may have to first set Corvus up with Karina ín the Market (see the Open Air 
Market section coming up}. 

Eind An’azi (20), a sick githzerai who is hunched in one comer of the ward. Speak to 
her and put her out of her misery kindly, without causing her païn, Your mercy will gain an 
experience point award and open up the Yi'minn quest, described next. 

After your encounter with An'azi, find a gith (in this case, a githyanki 
githzerai) named Yi'minn who's wandering around in the Lower Ward. (t 
so keep an eye out for him.) Speak to him after you've 
and when you don't have Dak'kon in yor 


# WARUHIIG 


bonrt wuRt Lennv untess assoLvterr 
NECESSARY. HE mav PROVE USEFUL to vou: 
He can switen vou to twe twier PROFES- 
sion. sesines, rona tmier, Lenny actvaur 
mas etics. 


, hated foe of the 
position varies, 
ked vo An'azi or any other githzerai 
party. Yi'minn will offer to help retrieve your 
memories for you. Follow him 10 push, and then ler them kill you-sure, you could kick 
their asses, but As you die, you'll be able to overhear their plans for invading a githz- 
eraï fortress. Take this info and go find Ki'ina (21), a githzerai zerth. Tell her what you 
heard; she should reward you (reluctantly) for your efforts, 

Now let's see what's going on inside the buildings in this ward. 


THE OPEN AIR MARKE 


You 


find à number of shops and goads in the Open Air Market, along with plenty of shop- 
keepers and customers (see Figure 10.2). A decent selection of items both magical and 
nonmagical are available. 

The market is also the neighborhood of a would-be couple, Corvus (1) the Harmonium 
guard, and Karina (2), IF you want to bring them together, talk to Karina (ask her lots of 
questions until à new option pops up that lets you say “You sure like to talk, don’t you2”). 
Then tell her she's a nice person, at which point she'l reveal that she's lonely. Proceed to 
Corvus and tell him this, and your matchmaking duties will be over. 

Be sure to pick up your tattoo from Fell's Studio, if you want. 

Another important character is Lazlo 3), who is working the furnaces and may seem 
insignificant at first. Ask him about the ward, and follow the dialogue chain until he 
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mentions the Siege Tower and the portal that leads to it. Once you realize what the key ís, go 
to the drawbridge near Grosuk's position on the main Lower Ward map. Jump through the 
portal to enter the Siege Tower. 


FIGURE 10.2: 
TME OPEN AiR MARKET 
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FIGURE 10.3: 
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FIGURE 10. 
BROKAM ano miccam’s Pawn sHOP 


HAIIRYS’ SHOP 


This shop, shown in Figure 10.5, ís the home of the local 
friend, Dimtree. There are twe ere: One is Hamr 
that Dimtree is an animated corpse, placed here by Sebastion (see the L 


to give Hamrys someone to talk to. 
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him. Go speak to Seb see overview section), get his nd then come back and 
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FIGURE 10.5: 
HamRys’ sHoP 
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FIGURE 10.7: 
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Se 


WRECKED HOUSE AND 
BONES OF +HE NIGH+ 


The burned-out old Wrecked House (refer to Figure 10.8 
Morte if he's been kidnapped. Simply wr the ladder 
yourself in a ghoulish gallery. Lining the es s 
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To get to the tomb, you'l need to open up the trap- 
door in Lothar's floor and head through the Wererat 
Cavens. Then pop back into 
the Weeping Stone cata- 
combs, making your way to 
the Drowned Nations, Its a, 
long tek, so be sure you're 
well stocked with items 
especially magical or silver 
weapons-before starting out, 
IF you can, snag the tomb 
plans from Hamrys before 
heading to the tomb. They" 
prove useful. 

Lothar's mission is hopeless-but he doesn't know that. The tomb he wants you to pry 
open doesn't have a skull in it at all. Since the tomb is yours, there's (obviously) no body in 
it, either. Once you realize that, you'll have to find a new skull to satisfy Lothar. (See the 
Player's Tomb section later in the chapter for details.) You must open the Player's Tomb. 
sarcophagus, no matter what, Until i's opened, you won't have the choice to give Lothar 
different skulls because you won't know your sarcophagus is empty. 

When you return with the right skull, Lothar will help you out by answering a few very 
important questions. As soon as he tells you that Ravel Puzzlewell is responsible for making 
vou immortal, this opens up à whole big bunch of options throughout the Clerk's Ward, 
whieh is the next chapter. 


WERERAF CAVERNS 


These wet murky caves, shown in Figure 10.9, are the home of Lothar's wererat servants. This 
is the avenue you'll need to pass through if you decide to go through with Lothar's quest. In 
addition to all the wererats filling this area, you may run into Mantuok again (you may 
know Mantouk as Many-as-One's servant if you encountered him in the Warrens of 

Thought). You may even have to kill him if you're to return with a skull that satisfies 
Lothar's request. Don't fret about killing Mantuok-in many ways, he needs to be put out of 
his misery, and an extra head for Lothar won't hurt. The entrance to Lothar's House (2) is in 
the northern regions of the cavernus. 

Keep walking through the caves, past the bridge, until you reach a cul-de-sac (1). A 
portal will open up to you, which will teleport you to the Weeping Stones right outside the 
Crypt of Dismemberment. From there, head south until you can head south no more. You're 
bound for the Player's Tomb. 
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At this point, you'll discover the tomb is empty and you can't complete Lothar's mission. 
‘Take the key and run south from the main chamber. You'll end up in a Secret Room (5). Take 
the items stashed there and then teleport out. Make your way out of the tomb, heading back 
up to the Crypt of Dismemberment, and teleport back to the Wererat Caverns. There, kill 
Mantuok, take his skull, and present it to Lothar. 

In addition to Mantuok's skull, Lothar will accept any of the following skulls: the Sitent 
King, Stale Mary, Hargrimm, Acaste, or Soego from the Dead Nations (see Chapter 9 for 
details about the Dead Nations) 


THE FOUNDRY 


The Foundry, shown in Figure 10.11, can be accessed through the Lower Ward, and is almost 
an entire ward unto itself. The Foundry is the headquarters of the Godsmen, a faction that 
believes that all life is a test on the path to godhood. A number of valuable items, quests, 
and personalities await you here, and one of the things you'l need to complete your quest 
is here as well: the portal to Ravel's maz 
First off, to get to the Foundry, you'll need to have retrieved your legacy from the 
‘Advocate, lannis, in the Clerk's Ward. When you have the receipt, take it to the Foundry 


Gate, present it, and step through. Find the Godsmen clerk, Nadilin (1), and cash in the 
receipt to retrieve the Unfolding Portal that leads to Ravel's maze. (You! find the key to 
the Unfolding Portal in the C 
Chapter 11.) 


erk's Ward at the Brothel of Slating Intellectual Lusts, sce 


There are two other personalities in the main 
foundry area who you'll need to find. Thildon (2), the 
angry, loud Godsman in the center of the Foundry (just 
look for the Godsman 
bellowing at everyone, and 
that should be him) and 
Alissa Tield (3) who is 
wandering around the gears 
and cauldrons, bestowing as 
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FIGURE 10,11: 
TME FOUNDRY 
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Talk to his guards outside, and Sandoz will break into the conversation. To prevent the 
suicide, you can either tell Sandoz to “snap out of it” or, if your Wisdom or Intelligence is 
greater than 14, you can use the Godsmen philosophy on him and convince him to recon- 
Sider. Just don't dare him to kill himself, or he will. Sarossa, his daughter, may be able to. 
give you some good words to say to him to snap him out of it. 

Xander (5) is another personality you'll find in the Hall. He was in the process of 
forging a dreambuilder. IF you want to help hìm complete his grandfather's work, you'll 
have to do a fair amount of running around. First, get a vial of your blood and skin (this, 
can be obtained from the apothecary in the Clerk's Ward as described in Chapter 11). Second, 
you'll need to do all of the following: get à wrought-iron cage from the golem in the Siege 
Tower in the Lower Ward; then get a coffin-pillow from Hamrys; then ask for a dream key 
from Xander (don't peek); and then go through the dreambuilder (the small doors on the 
north wall 

Now that you've made your way through the Lower Ward areas, you might think that 
you've survived your toughest battles. You have-some of them, anyway. There's no oppo- 
nent more frightening than a full-fledged bureaucracy, however, and you'll have to face that 
and more in the Clerk's Ward, coming up next. 
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‘The main locations in the Clerk's Ward are the Advocate House (2), the Entrance to 
Undersigil G), the Brothel of Slating Intellectual Lusts (4), the Apothecary (5), the Tailor's, 
Shop (6), the Curiosity Shoppe (7), the Art Store (B), the Entrance to the Civic Festhall, 
and Finam’s House (9) 

One of the first people you're likely to encounter in the middle of the ward is Jolmi's 
messenger (10). He has been commissioned by Jolmí in the Civic Festhall (see the Festhall 
sections in Chapter 12 for details) to fetch you. You don't need to talk to him, though: You 
can just go directly to Jolmi herself inside the Festhall, and speak to her there. 


ON Ea 


p in mind that the Lower Ward and the Clerk's Ward are different than the Hive in thatthere'san # 
“police force” in the streets, the Harmonium, that enforces the law. Before you stab someone 
ho ritates you, be sure you're prepared to face the consequences. If you get into too much hot 
ter, go speak to the Fourth Magistrate, Diligence, who's wandering around this area. As long as 
e vour Charisma and Intelligence are over 12, you can befriend her and appease the Harmonium some- 
at This can mend only minor offenses, however, not widescale butchery 1 


an den re, 


ee 


Im one of the westernmost cafes is a green-clothed mage, à tipsy bureaucrat. Talk to this 
fellow enough to find out he's an alcoholic, and that his studies and life have suffered as à 
result. After you speak to Unfulfilled Desire in the Festhall later in the game (see the Festhall 
sections ín Chapter 12), return here and offer 
In exchange, he'll give you the frost ale mug he holds so tightly, which you can use at the 
Art Store later on. 
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can bolster your maximum 
hit points permanently, and 
Aelwyn can tell you some- 
thing of great value: The 
fact that you were once a 
member of the Society of 
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Whatever they say becomes reality, and they can kill you faster than you can get a word in 
edgewise. 

An irritating fellow by the name of Malmaner (14) has pissed off Goncalves the tailor at 
the Tailor’s Shop, and he wants you to go retriëve a Dustman costume he commissioned from 
the tailor. Once you go to Goncalves and find out how much the costume costs, you can 
either buy it right then, or go back to Malmaner and ask him for the money. (To milk him for 
more cash, lie about the price.) If you retrieve the Dustman outfit for Malmaner, you can 
drop a line about how Goncalves thought it was a “common costume,” and then go on 
another quest along the lines of the first, snagging a Godsman costume this time around, 
taking Malmaner's money just as with the Dustman costume. Note that if you accept the 
money Malmaner gives you and then take off without fulfilling your side of the deal, 
Malmaner will call the guards on you. 

Eli Haveloek (15) is wandering around this area as well. He's the thief tutor who's left 
the Festhall, and once you realize he's missing from the thief training room, you can come 
back here, (See the Festhall sections in Chapter 12 for more details on this quest) For now, 
just make a note that he’s here. 

The largest thug (18) on the southern middle of the map is holding Mertwyn's head in 
his possession. When you speak to the thug, the head will beg you to help it return to its 
body In the Festhall, You can either buy the head from the thug, suffer one hit from his axe 
as a challenge (about 15 points af da or kill him and take the head 

One of the many minar benefits in this ward comes from allowing Morte to get his head 
scratched by some of the café ladies, which raises his morale. A potential danger comes from 
taking the scroll from Elobrande (16): Make sure you're fully healed before opening this 
bundle of joy. assuming you don't just toss it as soon as it's passed off to you. (Once you 
open it, however, you can come back and ask her how she got 

Other people you'll meet include Salabesh the Onyx (17), who you'll need to find in 
order to thwart Jumble Murdersense if he curses you, and the drunken woman Sarhava, who 
wanders about the Ward, 5: nothing but trouble—beware her unless you don't mind 
calling the guards or fighting her, or if you have Fall-from-Grace or Morte in your party. 
(they can both shut her down). If it comes to Fight, be sure to threaten to call the guards, 
and Sarhava will back off. 


TAILOR SHOP 


IF you're on Malmaner's quest, you'l} need to pop into this Tailor Shop (Figure 11,2) and 
spen ves. Just be sure you're patient while you wait for him to finish, or you may 
never have another opportunity. 

‘Aside from the costumes that Malmaner needs, Goncalves also has a selection of 
enchanted clothes that Annah and Fall-from-Grace can wear to improve their abilit 
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FIGURE 11.3: 
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here is à problem downloading afie! 

he le already exists on harddisk. What do you want to do? 

lename: Barton, Matt - Honoring the code _ conversations with great game designers (2013, CRC Press) -libgendcpdt 
New File'ssize: 945,03 KB 

Existing File's size: 7,31 MB 


Package: De Byl, Penny - Holistic game development with Unity an all-in-one guide to implementing game mechanics, art, design, and progra 
Hoster: Wbgen.pw 
O skip tie 


Overwrite existing ile 
Rename file 
© ses Remember selection for this Package | | 
FIGURE 11.4: 
ART StORE 


One important piece of artwork is the Tomb of Gangroïhydron (3), with which you can 


do two things IF you have à small hammer, like one from the C you can chip 
off a piece of the statue and gain the “mad splinter,” à stone dagger that causes confusion on 

‘opponents. Also, if you have the Gorgon salve from Vrischika’s Curiosity Shoppe in the main d 
Clerk's Ward, you can apply it to the statue, and it will release its awful curse, killing you 

(but you'll get better), IF you have Morte with you, hell gain a +2 to his Taunt skill as 

result. (IF you take him to see Ravel in her maze later on, this boost may give you the edge / 


you need to defeat her.) 
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is left wing, right wing, 
and then rotate the left 
arm) From there, you're 
ofT to the modron maze. 
Among the many 
ather strange items 
for sale 
® the Chocolate 
Quasit (needed 
for Quell in the 
Festhall; see 
Chapter 12) 
® tie Deva's Tears 
and the fiend's tongue (needed for Ecco's quest in the Brothel of Slating Intellectual 
Lusts) 


vou mgctiven twe vseuL a PARIY MEMBER 
into staven” quest raOM twe pestitentiat 
rome, vrischikg”s swor is WHERE YOU can 
seut tue comranion in question. 


® the Gorgon Salve (which you can use on the Tomb of Gangroihydron in the Art 
Shop) 


® the Elixir of Horrifie Separation (which you can use to split Pestle Kilnn in the | 
Apothecary) 


use to get the Dark Bird of Ocanthus in the Art 
ed this if you helped the tipsy bureaucrat by telling, 


©® a frost-ale mug (which you ca 
Shop, though you shouldn't 


him about Unfulfilled Desire) 
® the vattered rag doll (which ís a symbol of the Lady of Pain. Note: IF you need to get 
mazed without hurting anyone (sce Chapter 7), make sure you know about the Lady 


ad then worship the doll until you get a flash that you've done something 
horrible. The next time you hit the world map, you'll be mazed, Do not do this if 
you've already been mazed once, or you'll die for real.) | 


BROFHEL OF SLAFING | 
INHELLECHUAL LUSS | 


This bizarre brothel (Figure 11.7), is set up to teach customers the wonder of new (and unfor- 
tunately, noncarnal) experiences. Is also where you can find one of the most powerful party 

embers in the game: the purítan succubus Fall-from-Grace (1), who's standing at the 
entrance. If you want her to join your party, tell her you're looking for help—and why. She'Il 
be suitably intrigued by your condition, and will be glad to join your band if you agree to 
speak to the 10 students in the brothel and retum to her. Completing this quest is simple, 
though time-consuming. Simply speak to each of the nine females in the brothel enough to 
know their names (you don't need to find out their life stories yet). Then, if your Intelligence 
or Wisdom is greater than 14, you can tell her that even though you couldn't find the 10th 
student, you are the student. Shell now agree to join you 
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If you don’t have the Intelligence 
corner of the brothel, where you'll find armoire, Luis (2). Luis is a rather sho 

sighted mage who has used his shape-changing magicks to become a vc c vou know 
he exists, go back to Grace and tell her he's the 10th student (even if he isn't learning much 
of anything while he's at the brothel} 

side from Fall-from-Grace, the brothe 
rostitutes” is a seed unto herself, and the goa 
can obtain a piece of information. The mast impor 


to the room in the southwest 


seeds, Each 


talking so you 


that one of the prostinutes in the brothel is actually the dau 


night hag who made you immortal. Discovering this is like pulling teeth, so brace yourself 


THE SECRE+ OF KESAI- SERRIS 


First off, you should go find Ecco; she's wandering 
to speak, and you can help her get it back. To do this 
Dolora (who's usually wandering 


blem, then go talk to 
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Dolora will then ask 
you to help her. She wants 
you to go the Festhall and 
retrieve the keys to her 
heart, which her creator, 
Merriman, holds. See the 
Festhall sections, Chapter 
12, for details on how to get 
the keys from Merriman. 
Once you have the keys, 
bring them back to Dolora, 
and ask her about Ecco. 

From there, you'll need. 
he fiend's tongue, and bring it back to Ecco. Of 
in her mouth, all sorts of unpleasantness will result—and you'1l 
need another item to soothe the tongue. Go back to Vrischika's Shoppe, purchase the Deva's 
Tears (if you don't have the money, you can come back and get a promissory note from. 
Ecco), and bring it back to Ecco. 

Once you've accomplished all this, it may not seem like you get an immediate reward, 
but you'll now be able to ask Ecco about Kesai-Serris (3). If you ask Ecco about Ravel, 
you'll discover that Kesai is Ravel's daughter, which will soon allow you to obtain the portal 
key to Ravel's maze. 


TELL ME SOME+HING ELSE, 
JULIE++E 


Now, go find Sad Jul 
the fact her relat 


THE DEVA'S TEARS ARE MUCH MORE EXPENSIVE 
once vov actuatty neep tuem, so it micht. 
BE MELPFUL fo BUY tem BEFORE EcCO'S 

vest Becins, 


to go to Vrischika’s Shoppe and purcha: 
‘course, when she slaps 


ette (4), who is languishing in one of the side rooms. She is bemoaning 
hip with her lover is perfect. To get her to talk about anything of 
substance, you'll need to solve a quest for her and find some way to spice up her relation- 
ship=either by pretending ta be a jealous suitor, or by having some love letters forged that 
between her and another man. You can get the Love Letters from. 
Scofllaw Penn at the Printer’s Shop in the Lower Ward and then go confront Juliette's lover; 
ar, If you are pretending to be a jealous suitor, you can just go charging into the Festhall 
and confront Montague, Speaking to Montague yields a number of different results, and all 
of them will have achieved the desired effect when you ga back and tell Juliette: Shell open 
up and start talking about something other than her perfect relationship. Speak to her after 
you have spoken to Kimasxi and Kesai, and Juliette will reveal that the two of them are half- 
sisters. Armed with this information, return to Kimasxi. 


TALKING WIFH KIMTASXI 
ADDER-TO@NGUE 


Kimasxi Adder-Tongue (5) is a vicious prostitute who you'l find in one of the side rooms. 
Go speak to her after you've confronted Kesaï about her being the daughter of Ravel, and 
after you have spoken to Sad Juliette and found out that Kesai and Kimasxi are half-sisters. 
Keep pressing Kimasxì until she tells you that Kesaî should go ask her father if she wants, 
proof of her origins. Now go back to Kesai and tell her this. Kesai will ask her father 
divination), and you can then obtain the portal key to Ravel's maze from her. Before you can 
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gel it, you'll need a handkerchief, but they're scattered all over the brothel, so finding one 
shouldn't be too hard 


SNIFFING FOR VIVIAN 


Vivian is walking around the brothel; she's missing her scent, and she thinks someone stole 
it, Go speak to Nenny (who is also wandering around) and ask her about it. She'1l tell you to 
talk to Marissa (6). Marissa will deny taking it, but she”ll send you looking for her Crimson 
7). Go back and ask Nenny about it, and she'll tell you to go talk to 
n stealing stuff from her room, and she'l send 
you back to Nenny. Nenny will say she saw a man sneaking out of Kimasxi's room, but that 
she never saw him leave the brothel, Now, go find Luis 
the armoire (in the southwest corner of the brothel; he 
won't have moved, nor can he) and confront him about 
it. You'll need a Dexterity 
greater than 16 to snatch the 
veil when it appears in his 
jov can actvauuy cet manaissa to cive vou drawers, or Strength greater 
IME QUEST fo RECOVER MER vEiL BEFORE than 16 to pry them open. If 
taurine to vivian, ttrs mong erricient to you don't possess either of 
ant It erom vivian ringt, Ano twen co tauk_ these characteristics, you'll 
Bn ARitan ant voUeng ok aalna uiten need to beg Luis to return 
Route. the veil until he starts 
vawning, 


ch point you 
can snatch the veil 

Now, Vivian’s scent is 
actually on the veil, so give it to Vivian. Shel give you back the normal veil: give tha 
Marissa, and everything should be fine. (For the moment.) Now c 
from-Grace is willing to leave this place? 

A secret door (7) lies in the northern room of the Brothel. It leads down to the prosti 
tutes* private sensory stones: There's not much to do down here. but it's à scenic location if 
you want to visit 


UNDERSIGIL, 
THE REALM BELOW 


‘The Undersigil is à fight area, which may be a welcome change from the intrigues scattered 
across the surface of this ward. (See Figure 11.8 for an overview of your battleground.) The 
Harmonium guard at the entrance to this place will warn you to stay away. Don’. 

This is a good opportunity to let loose some frustrations against some of Planescape's 
mastiest eritters, You'Il meet à number of different creatures in Undersigil: larval worms, the 
sohmien, trelons, and the grilligs. Don't try to tackle this whole area at once: Head down for 
a bit, head up, rest, then dive back in. You'll find a few cool items down here, but most 
important is the opportunity to rack up some experience and kills 
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map is trough the doors to the Private Chambers (2) on the 


doorman, Splinter G3). Splinter can take you to the 
Public Sensoriums in t zul have to work a bit harder to get into the Private 
Se 
by just dumping 
Spiinter into helping y 

There are a number 


iums (which y need ta da}. You'll either have to become a Sensate, 


Sensate's privileges; or you can bluff 


cters on this map who are tied to quests in the Clerk's Ward, 
One is Montague (4), Sad Juliette's lover. Find him if you 


which you exp 


are working on her qu what you can to spice up their relationship. or break it up. 
altogether. 

Also, Mertwyn’s Body (5) is se halls. If you snagged Mertwyn's Head in the 
Clerk's Ward, you can r is body all, This will net you 
t the messenger for you from the 


vour services, which will merely include 


some copper a 
Clerk's Ward, is also waiting here-she’ll 
dying for her. 
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You'll also encounter à character called Jumble Murdersense walking around the main 
Festhall area. He throws curses at the drop of a hatin fact, he's the one who cursed 
Reekwind way back at the Hive. If you talk to Jumble, be careful not to press him too hard 
for information, or he'll curse you. (How bad a curse? Basically, it only makes you float 
hiceups, and it doesn't affect your statistics.) IF you do get cursed, go find Salabesh in the. 
Clerk's Ward and tell him about your fate. Goad Salabesh into teaching you some words to 
curse Jumble in return; then go back to him and let the capering jerk have it. Jumble will 
then remove the curse that's on you-and Reekwind's, too, if you spoke to Reekwind in the 
Hive, (You may have to retum there to speak to Reekwind about the curse, if you haven't 
already.) 
‘Also on this map is Merriman, the fellow who holds the keys to Dolora’s heart (from the 
Brothel in the Clerk's Ward). You can either pickpocket his keys or help him out with his 
particular problem: He wants you to help him erase his memories. (You'll first have to know 
you need the keys, in order ta get this quest} 
Next you'll need to snag a Frost-ale mug from somewhere in the Clerk's Ward. You can 
either purchase it from Vrischika's shop, or else help the tipsy bureaucrat with hìs drinking 
problem by telling him about Unfulfilled-Desire. In exchange, he'll give you the frost-ale 
mug. Once you have it, go to the Art Store and ask Yvana about the Dark Birds of Ocanthus, 
_one of the art exhibits there. You'll find out that the birds can erase memories, and that's 

what Merriman wants, Take the frost-ale mug to the birds and snag one of them. Merriman’s 
waiting for the bird and its powers, and he will give you 
the keys in return (unless you've already stolen them) 
You'll notice a warrior training room (8), thief 
training room (9), and a 
mage training room (10) on 
this map, but with no tutors 
inside-all the teachers have 
scattered to the winds. So if 
you need tutors in order to 
train, you’Il have to under. 
take a minor quest to ge 
them back ta their training, 
rooms 


ONCE tE tUfORS ARE BACK WMERS HEY 
LONG, Yov can vse twem at vor teisung 
to switen proressions, rROm ricnten to 

tier to mace. 


The thief tutor is Eli 
Havelock, and he can be 
found outside the rk's Ward (see Chapter 11 for details), Find out who Eli is 
from the thieve you'll need to get him to come back to the Festhall. Either 
pay him to return or, if your Charisma is higher than 13 and your Wisdom is greater than 
14, you can talk him into it 

Lady Thomcombe, the mage tutor, is hiding out in the Public Sensoriums. Later in this 
chapter you'll find out how to bring her back 

‘And the warrior tutor, Quí-Sai (7), is standing as still as a statue in one of the hallways. 
To convince him to return, you'll need to know who he is (which you can find out from the 
Warriors-in-training). Then you can get him to come to the training rooms by talking to him 
and answering his questions. IF you have an Intelligence higher than 15, you should be able 
to answer the questions yourself; but if you can't, go snag Eli Havelock. He can tell you the 
answers to two of the questions, and Lady Thorne: an give you the other one after 
she's back in the training rooms herself. 
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an 


the key to Ravel's maze and the Unfolding Porcal, you ca 
maze whenever you wish. (See Chapter 13 for details.) 


PUBLIC SENSO@RIUIM 


You'll be escorted to the Public Sensorium by Splinter. The Sensorium, shown in Figure 12.3, 
isa kind of Nibrary. It stores experience stones rather than books-you pay to access a stone 
and it shares an experience with vou. This Sensorium is really a trading house: copper coins 
for experience points. So if you have some excess cash from the Modron Cube or from 
Undersigil, feel free to spend it here. 


jump through the portal to the 


FIGURE 12.5: 
pusuic sensorium 


Lady Thorncombe, the mage tutor, is also wandering around this map; she is addicted to. 


the sensoriums and does not want to leave. IF you want her to come back to the training PAI 
rooms, you'll need ta find out who she is (ask any of the mages-in-training in the Festhall / 
they should be able to tell you). Go confront her and find out why she's in the sensorium; 

then run out to the Clerk's Ward and tell Salabesh the Onyx. He'll absolutely jump up and 

‘down at the prospect of replacing Thorncombe. Go back and tell her this, and shell head. 

back to the training room where she belongs. From there, you can ask her to switch you to 

the mage profession, if you're not à mage already = 
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Getting Splinter to show you to the Private Sensorium, Figure 12.4, requires the special privi- 
lege of being a Sensate-or that you succeed in bluffing Splinter into believing that you're a 
Sensate. There are only three sensory stones on this map, but each one is important. 

First off, the Paranoid Stone (1) is actually a trap that one of your previous incarnations 
created to try and kill you. When you touch this stone, you'll be treated to a sequence of 

taunts by the Paranoid Incarnation, who hopes that he 

seal your mind inside the sensory stone forever and 
drive you mad. To escape, you can either will yourself 
out of the stone, or keep 
reading the tattoos on the, 
Paranoid Incarnation's body 
until you are ejected from, 
the stone. 

Secondly, Deionarra's 
Stone (2) holds the last 


wen vou Rao tme panonoio’s taftoos—as 
weut as twe inscnietions in twe rravens 
roms (cmarten.1o—vou rino out tat 
morte omitteo a tine raom twe oingctions ave ie ackat 
on voursack wen vou rinst woke ve in ghostiy female In the 

twe montvant. Ir vou conraont morte Mortuary) before she left to 
ABOUT THE ERROR, YOU Pavt tt way FOR go with you to the Fortress 
rutung ngveLations anp cet some exrenl- of Regrets (see the final 

ence voints to voot. chapter). In experiencing this 
stone, you can gain some 
experience points as well as 
find out the legacy number. 
that Deionarra left to you. 
take it to the Advocate in the Clerk's Ward. Tell 
collect an it. In exchange, you should get a few 
cool items, among them Deionarra's wedding ring. Be sure to keep this safe until 
you get to the Fortress of Regrets later on. 


® To collect on the ley 
him the legacy number and the 


© To get more experience points, ta s’s quest. When the Advocate learns there 
is a sensory stone in the Festhall holding some of his daughter's experiences, he'll 
ask you to try and get him access to it, Go see Splinter and ask him if lannis can be 

er will agree, and you can retum to lannis and claim your reward. 


allowed in. Spli 


The third stone is Ravel's Stone (3). You won't be able to do anything with it unless 
you've learned Ravel's name from Lothar in the Bones of the Night and completed Lothar's 
skull quest. IF you know Ravel's name, you can access her stone and she’ll coach you 
through everything you need to do to reach her maze. (You can find out these steps by 
reading this strategy guide, too-but we can't give you the experience points you'll gain by 
working with Ravel) Use her as a guidepost if you get lost 

The most important living figure here ìn the Private Sensorium is Quell (4). IF you can 
snag a chocolate quasit from Vrischika's Curiosity Shoppe, and if you know Ravel's name 
from Lothar, feed Quell the candy and ask him about Ravel-at which point, he will reveal 
the secret of the portal key to Ravels maze. You need to know this in order to get the blood 
from Kesai-Serris in the Brothel (see Chapter 11 for details). 
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FIGURE 12.4: 
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At some point during the game you'll wind up on the bad side of the Lady of Pain. This isn't 
necessarily a bad thing (the first time, anyway). but it does have consequences. When 
anger the Lady of Pain, you'l find yourself transported to the Nameless One's maze when- 
ever you leave a city block or try to use the World Map. You'll be treated to a brief movie, 
and then your character (and only your character) gets transported to the map shown in 
Figure 13,1, Three different events can land you in this maze 


FIGURE 13,1: 
TME MAmELess ONE'S Maze 


@ one is to tell Aola, in the Aaskar Cathedral in the Alley of Dangerous Angles, that 
you want to worship Aoskar: then try and leave the Alley. Although this action gets 
you to the maze at the earliest point in the game, i's not necessarily a good idea to 
go there immediately-at least, not unless you've already picked up a magic weapon, 


You'll need a weapon against the shadows that are running around im this arca 
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® The second way to get mazed is to worship the Lady of Pain doll from Vrischika's 
Curiosity Shoppe and try to leave any city map. Keep in mind that you have to 
know about the Lady of Pain in order to wofship the doll 


® The third way is to kill enough dabus and citizens to get the Lady of Pain pissed off 
so she sentences you to the maze. 
the Nameless One's Maze, your goal is to get out. To do this, you'll need to 
map and find the portals that are on the outer perimeter. But before you go, 
there's an old campsite (1) of yours still set up in the 
northern portion of the map. You can snag some items 
up there, if you want them, 
including an old bone-frame 
joumnal made by your 
Paranoid Incarnation while 
he was trapped here. Pick it 
up and examine it if you 
want=this fulfills the journal 
quest, if you haven't already, 
Then see about escaping 
from the maze 


ONEE vov cet out of tis maze, mart SURE 
You Don’t PROVOKE HE Laoy or rain acain, 
orYov'w pie. . roR GOOD. 


Shadows will spawn 
while you're in this map, so 
keep an eye out. If you don’t have a magie weapon, run away from the nasty things when 
you see them. 

After you've explored the maze and retrieved all of the items of interest, head for the 
portals; You'll notice that jumping through each one will take you to the opposite side of the 
maze, What isn't obvious ís that when you jump through à portal and before you jump 
through any others, the portal you just jumped through remains open, If you jump through a 
portal, then walk back to the same portal and go through it, ou! jump a quarter-clockwise 
to another portal. With this in mind, your destination is the Portal (2). Jump through it, walk 
back to it, then jump through it again, and you will be at the Exit Portal (3), which is closed 
off from the rest of the e. Step through that portal, and you're free! 


THE MODRON 
CUBE AND RUBIKON 


‘The Modron Cube is a tiny portable maze/dungean you can purchase from Vrischika's 
Curiosity Shoppe. Take it to the modrons in the Clerk's Ward Brothel, and they'Il expla 
the cube is actually a portal to the Rubikon Maze. Rubika 
Limbo. 

Manipulate the cube's limbs untúl you open it (look for the key combination in the 
section about Vrischika’s shop in Chapter 11). Your party will be dumped inside the cube 
into the Entrance Foyer of the maze (Figure 13.2) 
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FIGURE 13.2: 
EntRance Foyer to MODRON Maze 
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Ask Nordom what he was doing in Rubikon, and 
when he gets to the part about not knowing what 
happened to the Creative 
Director, tell him what 


happened and that you'rethe 
sprak to noRDOm wite Mes in twe Panty new one. Nordom will gain 


anp arter You've Founo ano tauxgn to Khmer 
twe RUBIKON Wizanp. THE Wizarp Wilt TELL Dexterity, 

vou we KiuLeo twe Last creative oingcton_ After you've accom- 
(oetais on twis maior conrtict ans plished this first task, ask 
eominc Richt ur). so munt oown tue Nordom what a Creative 
wizarp, anp once vou've spoken to wim, Director is supposed to do, 
start Powerinc norpom ve into a super You'll find out that the 
Kittinc macmine to meur vou meet twe director is responsible for 
tmnzat. giving Nordom his orders. 
From here, you can do a 
number of things. If you're 
a fighter, you can order 
Nordom to become more 
combat-oriented. IF you're a mage, you can tell him to clear out his memory. He'll spit out 
some Junk and a minor artifact that can teach mages how to cast Enoll Eva's Duplication 
(see Chapter 4: Spells and Special Abilities). Or, if you're a thief, you can increase Nordom's 
stealth rating. All of these requests will up some of Nordom’s stats and decrease others 
(usually Intelligence, which NPC allies don’t really need anyway). Also, if you have Ar 
and Dak'kon in your party, you can switch through the classes and push up Nordom’s 
combat abilities very quickly. 

‘And there's one more option: If you have à Charisma greater than 16, you can try à 
little New Age therapy to give Nordom more bonuses, Tell him, “Listen to me” and the 
pump him full of inspirational fire. Depending on your Charisma, this will increase his stats 
even more. The higher your Charisma, the more bonuses you'll get 

After you've told Nordom that you're the new Creative Director, ask him about the last 
orders given him by the previous one. Nordom will give you a menu. Only two.of the choices 
are valuable. First choose Extermination of Errors and follow the path until you say “Well, if 
they’d given you better weapons.” New options will appear for making cool crossbow bolts 
for Nordom. After that, choose the line of dialog that contains “Wayward Items,” and follow 
that conversation until you can say “Did you find anything during your last trip?” Ask 
Nordom for the items, and he’ give them to you, The stufT is mostly junk, but if your 
Intelligence is high enough, you" be able to ask hìm how he was supposed to examine this 
Junk. Then Nordom remembers to show you a new lens he was storing, which hed forgot 
about. 

“There's one last thing that can improve Nordonr's statistics, although you need an 
Intelligence higher than 15 for this to work. Speak to Nordom while he's in the party and 
question hìm about what he was doing in Rubikon. At some point during this spiel, Nordom 
will mention Mechanus. Ask repeatedly about Mechanus until Nordom tells you about “the 
Source.” Then either ask hìm “how he's doing” from the maïn dialogue, or go through the 
“What were you doing in Rubikon” conversation agaïn until you get to the third stage. Either 
way, Nordom will reveal that he's had a “shift in perspective” and can’ figure out why, 
Suggest it was probably the separation from the Source that caused it, and Nordom will gain 
a bonus to his stats. 
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RAVEL'S BLACK-BARBED 
MAZE 


Going to Ravel's maze is essentialty a one-way trip-once you jump through the Unfolding 
Portal to get here, you aren’t coming back to Sigil for à 1-a-n-# time. So choose your items 
and companions carefully before venturing to the maze. 

All your companions can be useful in this mission, 


for various reasons: A 
for the thief-class switch 
IF you want it; Dak'kon for 
mage- and fighter-class 

Ir vou want to EXPLORE twe maze to wwich switching; Morte to help you 
vourng sentenceo ay twe Laoy or Pain, on Sefent Ravel (and future 
Worx vour war twaoucm twe mooron bosses) more easily, if 

cuse‚ po it wike vourng in sicit—it"s vou ing eat, And Fall frons 
ontv cwance ron,a Lone, tonc time. oive rna aad A pndoureNS 
Into twose argas, EARD as muCH copren‚ ende 
Experience points, ano Items as vov can, OE 


you'll need the Unfolding 
Mien Pe mmgernto sitt War: Portal from the Foundry 


(see Chapter 10) and the 
key to the portal (which you 
can get from Kesai-Serris in 
the Clerk's Ward Brothel 
l: to get to the center of the maze (1), 
speak to Ravel and find out wh: je via the Portal to Curst (2) 
Think ahead: Before you step through the Unfolding P ed up 
om everything you might need. You won't be able to buy tattoos or come back to Sigil for 
quite a long stretch. So get what you can now. Try and 
acquire items that will pump up your Charisma and. your 
Intelligence, and make sure you take these items before 
vou speak to Ravel=the 
higher vour Intelligence 
d your Charisma, the more 


you have but one ge 
she knows, and then esca 


Chapter 11). And once you're 


tal, make sure you've stox 


info you'l be able to get out 
of her. 

Once in the maze (Figure 
13.7), watch out far two 
hazards: the Trigits (which 


Ir You maven't snacceo tenus, vou micht 
want to Do it Berong You iume to maveus 
MAREHis FLAME ATTACKS ARE USEFUL acainst, 


t riu twe maze, 
Lelei are wandering about and are 


extraordinarily hard to kill) 
arbed traps 


E's coop Foopento oistaact Raver 
MERSELF. AND if HE Dits in twe maze, wett, d tbe lack! 


RENEE EE ARAG LAP that fl the maze itself. Take 
the lead when you can, and 
set off any traps before they 


can work your companions. 
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FIGURE 13.7: 
RAVEL'S BLACK-BARBED MazE 


® RAVEL 


she's calmly walking around the garden, tending 
ain types of characters have advantages when 


y here-indeed, some opportunities. 
15 or greater. The more you flatter 
greater your reward at the end of the conversation when 


1 a Charisma 


IF you have specialized in the mage 
a”, Chapter 1), or if your Intellig 


m Rave 


nce and your specialization, you'll earn a. 
ck-barbed seeds that can teach you some 
can even summon Trigits in response to 


1 can. Shell tell you a number of things you 


K hat she doesn't know where your mortality 
e cave ze, and you'll go to the prison 
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5 where he's held. When you 
WARMIIIG learn this, youre given the 
option to leave the conver- 
sation. Don't do it, though, 
unless you've gone doven all 
her other nodes and milked 
them for all their worth 
And there's a revelation in 
store for you: If you ran 
into Mebbeth in the 
Midwife's Hut and learned 
magie from her, or Ei-Vene 
in the Mortuary, or Marla 
the Seamstress in the Buried Village, you'll gaîn additional bonuses when Ravel reveals she 
was all of these three characters and more. 

When you do try and withdraw from the conversation, the vain Ravel won't take too 
kindly to your leaving, so brace yourself for a helluva battle. IF you have Morte, use him to. 
taunt Ravel as soon as possible. IF he's not with you, just focus all your attacks on Ravel-the 
"Trigits she summons are a real pain to deal with, but keep hammering her to prevent her 
from getting off her spells, which can devastate a group of opponents. She is resistant to a 
number of things but can be hurt by normal weapons, so take hope in that. 

You have to kill Ravel in order to leave the maze. The portal won't work while she's 
alive. Unfortunately, when she dies, shadows start spawning in all thr 
so brace yourself for more fighting as you make a ran for the e 

A secret room lies in the southwest part of the map, and there are only three ways you 
can get to it, One is by dying. The second is by being a supermage or a high-Imtelligence 
mage and getting the black-barbed necklace from Ravel when she teaches you magie through 
dialogue. The necklace itself activates a portal in the center of the maze, and teleports you 
through. The third option is to get one of Ravel’s hairs while you keep pressing her on why 
she made you immortal—but only high Intelligence and high Wisdom characters will get this 
option. The hair funct er of 
the maze. 

Inside the secret southwest room are three black-brambled plots. IF you learned magic 
from Ravel (any at all) and you still have some extra black-barbed seeds, you can toss them 
into the bramble patches and get some black-barbed wands for your efforts. 

When you jump through the portal to leave the maze, you"il quickly find yourself in 
another prison: Curst. Now you need to find the deva (the angel) that Ravel told you about. 
Maybe he knows where your mortality is 


Yov wave to answer tue questions she puts 
to vov. vo not aarvse to answeranv or 
wer. qvestions, on it wiut eno twe came. 


corners of the maze 


s the same way as the necklace, opening a portal in the cer 


RAVEL'S BLACK-BARBED UE Ne 


FCHAPHER 14: | 


here. You may end up working 
jailbreak, rescuing a fair maiden, 
. Before delving into the city's 

to familiarize yourself 


in the main area of town, 
be going underground. 
area of Curst and the 
he Tavern Inn holds a 
, feuding family 
 Curst Prison, you'll 


_ CURSF, HE MAIN AREA 


Curst is a big place, as you can see in the two maps, Figures 14.1a and 14.1b. The deva Ravel 
told you about (Chapter 13) is the focus of your search here in Curst. Unfortunately, no one. 
seems to know anything about it. People will steer you toward the Burgher of the tow? 
Tovus Giljaf-but there's no chance he'll see you. It’s a good thing they also tell you about 
Taimted Barse's daughter, Jasilya (1b), who's been kidnapped. You'll want to head over to the 
Traitor’s Gate Tavern (1a) to begin that quest. It so happens that Tainted Barse knows of a. 
way to find the deva, and he'll be happy to help you out … for a price. He and his compa- 
triots have their particular agendas, and you're about to become enmeshed in their schemes. 

IF-you don’t want to take part in their plots, you have à couple other options to get 
down to the prison where the deva is being held-but be cautious, because once you're down 
there, there’s no going back 


The first method is to find à random guardsman, and fin 


a way to convince hìm to 
th proof of your crimes, and you'll find your- 
Io the piles in the Dump (2a) for the secret 


arrest you, Act erazy enough, or present him 
self in the prison. The second method is to sea 
entrance to the underground (3a). 


FIGURE 14.1: 
curst 


CURST 
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curst 


THE TRAIFOR'S 
GATE TAVERN 


Obtaining the key to Tri 


presents somewhat of a challenge: It's a magical key, and you 

have to assemble it. There are five parts to this magical key, and you’ll have to perform a 
quest to earn cach part. The quests involve finding your way around the tavern (see Figure 
14,2) and the entire city of Curst 

Begin your tasks by talking to Tainted Barse, the short man wandering through the bar. 
Barse tells you to start your key quests by talking to a man named Marquez (1). 

Marquez has bad news. It seems that Barse's daughter has been kidnapped ty slavers 
and needs to be rescued. Head over to the barracks (2b) in Figure 14.1b-just inside, you'll 
find some thuggish types with the struggling girl. You can talk to their leader, Skatch, but 
nothing you say does any good. You're going to have to fight ‘em. Try to kill Skatch first 
and do your best to release Barse’s daughter. 


THE TRAIFOR'S GAFE TAVERN 


FIGURE 14.2: 
TRaÎtoR!s Gate TAvERD 


and he'll 
also in the 


Whatever you choose to 


nother piece of the key 
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Kitla sends you to talk to Nabat (3) at the Traitor's Gate Tavern. Nabat, in turn, sends 
you to talk to Kyse (2a), the dump caretaker. From him, you learn he's being threatened by a 
thug named Wernet (4b). It's up to you to teach Wernet and his companions a permanent 
lesson in manners. After you beat them up, go back and talk to Nabat. Hell give you another 
piece of the key that you need for Trias and point you toward your next assignment. 

‘Put on your smooth-talker hat again—a person named Dallan (4) tells you about two. 
rival officials who need a go-between. First, talk to à githyanki named An’lzius (Sb). The 
githyanki wants you to frame his political rival, a woman named Siabha (Gb). An'lzius asks 
you to talk to the Guard Captain (7b) and accuse Siabha of trying to kill An'lzius, You 
should go talk to the captain and take care of things right away. However, you can also play 
the two off each other and get them both thrown in jail. Choose one side, you'll earn a cool 
3,000 coins; choose them both and earn the satisfaction of throwing a pair of politicians in 
jail, Either way, you'Il get another part of the key. When you've finished weaving vour web 
‘of deception, go back to Dallan and collect your reward (another key part) as well as a lead 
for the final piece, 

Consult Dona Quisho (5) for the last part of the key. Ir seems that she’s lost one of her 
fiends and she wants you to set it free. Make your way to the gra (5a), find a pent 
gram inside on the upper story, and use a scroll that Dona Quisho has given you. Then you'll 
be able to talk to the fiend, Agril-Shanak. Once you free the fiend, you'll get an item from 
him as a reward. After that, you can let him go, or you can kill him. If you don’t kill him, 
you'll just have to do it later on in the game, so you might as well finish the job now. 

‘With Agril-Shanak dispatched, return to Dona Quisho and then alì the way back to 
‘Tainted Barse, to complete the key quest. IF you saved Barse's daughter earlier, the key quest is 
complete; otherwise, Barse will ask you to kill one last person for him, right there in the bar. 


CURSE, HE 
UNDERGROUND 


In addition to the key quests, Barse is the source of other quests that involve going into the 
Underground (Figure 14,3). You'l need to deal with Voorsha the Baotlegger (1) when you 
do. Voorsha asks you to kill an unsavory gehreleth named Ghrist (2)-indeed, you must do 
this before you can go on. Ghrist isn't very friendly anyway. so you shouldn't feel too bad 
about killing him. Go back to Voorsha after you've killed Ghrist, and collect your reward. 
Before your return to the surface, though, you might want to see what else the Underground 
has to offer. There's plenty of opportunity for combat in this area. You can also gain some 
allies if you speak to Tek'elach (3), the cornugon, and to the Hermit (4). After you've 
explored the Underground, you can make your way to the Prison (5). 
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FIGURE 14.3: 
TME UNDERGROUND 


TRIAS’ PRISON 
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FIGURE 14.4: 
Tue Prison 


Once inside the inner chamber, talk to Cassius (4). You 
tough), pickpoeket him 
higher than 16). One way or another, you must get past Cassius to get Trias’ sword. 


fight him (but he's pretty 
r his riddles in order to get past him (if your Intelligence is 


With the sword, you can return to Trias, strike off his chains, and see what he has to 
Forked-Tongue (described in 
precious information you seek. This means g 


say. He tells you that you need to talk to a Fiend named Fjh 
Chapter 15) to get t 
tell be worth it. The fiend Fjhull should help you because he's under an obligation to Trias 


but you'll learn more about that later, 


o the Outlands, but 


‘On your way to the Outlands, you'll bump into Vhailor (5). Stop and talk to him, If vou 
try to take his armor, helmet. or axe, or if your Wisdom is higher than 17, you can uy and 
persuade him to join you. He introduces himself, you start chatti 
“ask some questions.” Then you'll be able to com: 
Trias gave you a lead on where you need to 


haven't sec 


and then you choose to 


n to join your party 
mething tells you that vou 
the last of this partieular deva. In the next chapter, you'l ter more fiends 
and have to deal with some even m creatures. They may lead you back the way 
you've come, so let's hope you haven't left too much of a mess here in Curst 


fears 


TRIAS'S PRISON 
NE ve 
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BEDNDS, SKULLS, 
AND CURS+ 


ved as you travel through. You'll 
al sources of information and 
s intrigues. Make sure that 
and keep your wits as sharpened 


get to the Pillar of Skulls. 
At the Pillar you collect valuable information, taking you closer 
to solving the mystery of your existence. Tread carefully here, 
and try to stay healthy. Then it's onward to life in the big city, 
as you arrive in a Curst run amok. In its Administration 
Sl PD uilding you:ll-find-one-very-familiar face. 


a 5: 


THE HOUSE @f FJHULL 
FORKED-TONGUE 


Your quest to find your mortality will bring you to a Fiend named Fjhull Forked-Tongue, 
whom you first heard about from Trias in the Curst Prison, His rather unusual house is 
shown in Figure 15.1. You should enter (1) this bizarre residence to find Fjhull 


FIGURE 15.1: 
THE HOUSE OF FjHULL FORKED-TONGUE 


When you get to Fjhull, ask him about your mortality=specifically, if he knows where 
you might go to get it back. Fjhull will cough up a few juicy tidbits and tell you that more. 
information is available at the Pillar of Skulls. Ask him how to get there, and if your intelli- 
gence or wisdom is high enough, you can also ask him about a way back from the Pillar, 
This will come in handy later, when you're bargaining with the Pillar and paying a high 
price indeed. You can also hìt Forked-Tongue up for some handy new items and spells. He's 
been contractually bound to a life of charity, so he has no choice but to give them to you. 
You'l also find portals to Baator (2) and Curst (3). 

At the Pillar of Skulls you'll have a chance to betray Fjhull. The choice of Whether to 
turn stoolie is entirely yours, but if you do betray him, you'll see the consequences when you 
return 

After you 


vo the Pillar 


kulls you should retum to Fjhull's house in order to find 


out how to proceed. 
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THE PILLAR ©f SKULLS 


The Pillar of Skulls (Figure 15.2) doesn't quite have à monopoly on ghoulishness, but it's 
‘quite an imposing sight nonetheless. After talking to Fjhull, you”ll be able to make your way 
here to learn à bit more about yourself 


FIGURE 15,2: 
TME PILLAR OF SKULLS 


‘Approach the Pillar and talk to it. What you need to Find out is how to reach the 
Fortress of Regrets (covered in Chapter 16). But in order to get this information from the 
you'll need to do it a favor. Don't waste your breath on many questions. 


® You can offer to give Morte to the Pillar, if Morte is in your party. This will upset 
Morte, but you can then pull him back out of the Pillar after you've gotten the 
information that you need. This v 
you aren't very strong, very quick, or very smart, so use this option wisely 


Ii cost you hit points, and you won't succeed if 


® You can tell the Pillar where Fjhull Forked-Tongue is. (This is the easiest thing to do.) 
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® Another option: Try to smooth-talk the information out of the Pillar, But only 
characters with an Intelligence of 17 or higher will be able to pull this off. 

® You can sell the madron cube you may have picked up in Sigil. 

® You can permanently sacrifice 15 hit points for each answer. 

Choose one of these options and the skulls will reveal the key to the Fortress of Regrets. 
It doesn't know where the portal is, though. For that you have to return to Curst and speak 
to Trias, whom they call “Trias the Betrayer.” Yep, this ís the same deva you freed from the 
prison (Chapter 14). You were right ín thinking he'd show up again. 

Once the skulls have revealed all that they know, retumn to Fjhull. You should go 
through the portal and return to Curst. 
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When you arrive back at Curst‚ you find a city in near ruin, shown in Figure 15.3. You'll 
need to get through its strife-ridden streets to the Curst Administration building in order to 
find a way to continue on to the Fortress of Regrets. Follow the advice and maps in this 


section, and you just might make i 


What's happened is that Trias rose up from his 
prison and dragged the town across the border of the 
Outlands, into the Prison Plane of Carceri. The only way. 
vo get the town back-and 
vo get to where you need to, 
go-is to restore the balance. 
of goodness in the town. 


vov can't rossinuy klu every mostike cas Killing Trias will do it, but 
tun crawtinc twRoven cunst. indeeo, ir he's a tough fight. You can 
vou attemet tuis woreress task one vou weaken him by performing 
move too stowLr on voun war to tue acts of goodness throughout 
FORIRESS OF REGRETS, YOU'LL BE AFTACKED Curst‚ convincing the citi- 
witw incazasine ragaveney ar wanoenine zens to help, rather than 
Engatungs. TME ioeat war TWROUGM te city, harm, each other. 
weQuings a BaLance or Botm setto ano Ve 
breed more of the same, so 


oirtomacy. 


your aim is to stop as many 
attacks against the citizens 
of Curst as possible. The 
more successful you are, the. 
safer your journey through the city will be. Make an earnest effort to maintain order and 
preserve lives; otherwise, your passage will be much more difficult 

Gehreleths (1) are mowing down Curst citizens left and right. Kill the marauding, 
gebreleths as quickly as possible to minimize the number of citizen casualties and make the 
city a bit safer during the rest of your time here. 

In the chaos you’ll find two men, Berrog and the Burgher (2), trapped beneath à cart, If 
you're by yourself, you”ll only be able to save one of them; but with the help of companions, 
you can free both. Doing so helps to keep a lid on the outbursts of violence ín Curst, 

When you see a group of thugs (3) chasing a hapless female, give chase and save the 
damsel in distress. Killing at least three of the muggers will help tw restore some order to, 
part of the city 
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FIGURE 15. 
cunst in ruins 


You'll also run unto a group of looters (4) who are trying to break into a warehouse 
You can talk them out of it if you look ready to back up your words with action. 

As you make your way through the streets, you see à group of Thokolas and à wizard 
attempting slave a lower-class male (5). You need to move fast if you're to save the 
poor guy from a life of servitude. The easy way is to talk the wizard out of capturing the 
poor drudge. But if that doesn't appeal to you, you can slash and bum your way through the 
group and spare the unlucky Fellow. 

‘Ahead is a group of political protestors (6) in the process of “recalling” a Curst official 
by organizing a little rope dance. This is one situation where you have to go against what 
may be natural instincts and actually save the politico. You'l need to talk the angry mob out 
of Íynching him-trying to Fight them will only make a bad situation worse in this part of 
Curst. 

‘This must be election day-there’s another Curst official who's fit to be tied. To maintain 
order, talk the judge into letting the official go. You'll have to convince the execution party 
(7) not make another Curst official its first victim. IF you talk the judge out of executing the 
official, you'll be one step closer to bringing peace back to this ravaged city. 
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IF you don’t want to tackle this civic unrest on your own, you might want to go to the 
Warehouse (8), where you'll find some allies fas described in the following section). Or you 


can duck into the Wrecked Barracks (9) or the Distillery (10) for a change of scenery. Don't 


5 dawdle, though. You'll need to make your way to the Administration Building (11) to face 
Trias 
D, When you get to the Warehouse, shown in Figure 15.4, you'll have a chance to enlist some 
allies-in quelting the upheaval in the streets of Curst 
AN 
ze IN 


FIGURE 15.4: 
CURST WAREHOUSE 


» Ebb Creakknees (1). If you belong to the Anarchist 
he town from being destrayed. On the other 
me, Ebb will confide in you that he's 
ighted to help you out. 

ever. If that's the case, tell Ebb that 
at in bringing down the governments 

his best to help the situation 


Go inside the 
Faction, tell Ebb th 


a double/triple agen and that he's d 


You may be nei he 


the gehreleths are arta 


structure while every 
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CURS+ ADMINISTRATION 


The Administrat 
with Trias (1). H 
monsters, tho 


and the guards 


intruders only as enemies. Be care 
to Curst (2). Otherwise, you sh 
there, to the third floor (4) 

There's a dying guard ( 
warn you about confr 
don’t want to face Tri 
second floor (6) and 


FIGURE 15.5: 
curst Apministration BviLoine 
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Trias once and for all. The good part about this is that Trias’ weapon can now be yours 
(though you’ have to talk it into behaving) 

In any of these cases, Trias will manage to tell you how to get to the Fortress of Regret. 

Ies been rough going for you and our party here in Curst. You've made your way 
through a city on the edge of the abyss, in danger of 
being swept away in ashes in the blink of an eye. Yet its 
been nothing compared to, 
the challenges you're about 
to face in the Fortress of 
Regret. That's your next stop, 
so good luck, Nameless One. 
You'll need it. 


In tue next stack or voun taavELs, vouruu 
BE HeaDinG FORHHE FORIRESS OF REGRETS— 
not an asv task, EVEN FOR YOU. s0 mag 
SURE tHat YOU'RE MEALED UP ann READY 
roRg vROCEEDING, 


ee CHAP+ER 15: FIENDS, SKULLS. AND CURS+ WRECKED 


E FCHAP+HER 16: | 


— THE FOR+RESS OF 
REGRE+S EX+ERIOR 


When you put Curst back where it belongs, you”il be teleported back to the Hive in Sigil, by 
the Dustman Memorial outside of the Mortuary. At this paint, you should go to Felis Studio 
os you think you might need. We suggest the following 

e Fortress: 


and try to purchase all the tat 
shopping list for your trip into 


1 The Negative Token you received fram Candrian lborne in the Smoldering Corpse 
Bar may prove useful 


2. Any charcoal charms and anything else that helps you resist heat if you're a good 
character, and a bunch of antslashing charms and a really, really powerful melee 
weapon if you're an evil character. If you're low in the Wisdom or Intelligence 

ul want to get as many antislashing charms as you can for the final 


3. IF you snagged Deionarra's wedding ring from her legacy way back in the Clerk's 
Ward, you might consider taking it now 


4 The Bronze Sphere that Pharod asked you to fetch so long ago. 


8 The Blade of the Immortal if you asked the gole in the 


weapon that could hurt you 


siege Tower to make a 


&. Anything that increases your Intell 
these. 


nice or Wisdom, even temporarily. Stockpile 


7. Tons of healing items and anything that helps you dodge attacks, You're going to'be 
doing a lot of running in the Fortress, and is going to be more important to avoid 
attacks than anything else 


Once you've completed your shopping trip, get into the Mortuary by dying or by walking 
through the front gate. You’ want to g0 to the second floor, ta the arch ín the northeast 

room where you first woke up (ah, the irony … }, then 
step through (Figure 16.1). 


The Fortress is à one- 
way trip: Once you arrive 
and walk through each area, 

10 matter. wmo vou Brinc to twe roRtREss, you can't go back (except by 
twey won’t Be avaikanLe fo vou rona dying, which takes you back 
majority of YOUR WANDERINGS MERE, SO BE to the beginning as long as 
suRE none or twe anove items ang on Iwein one of your party members 
sopies wren vou iumr THROUGH TWE Ponta dies in your place). On the 


arrival map, you can let 
to twe rontngss or rechts. 
5 doven your guardthere's no, 


mass of shadows waiting for 
you. The only two important 
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locations on this map are Deionarra’s Watch (1) and the Entrance to the Fortress (2). Be 
sure to go speak to Deionarra: not only does she have important informat 
you have the wedding ring, shell transform it for you r 


into the Fortress itself 


FIGURE 16.1: 
TME FORIRESS OF REGRETS EXTERIOR 


THE INNER VAUL+ 


When you get here (Figure 16.2), run like the wind, or you”Il die horribly. As soon as the 
shadows realize you're inside the Fortress, they'll try to swarm you In revenge. You'll wa 


do the following as quickly as possible 
Trigger Machine 1 (1), Machine 2 (2). Machine 3 (3). Machine 4 (4), and th 


run for the portal (5) in the northeast chamber. Each machine will telepor 
section of the chamber, so if you follow the combination here, you L 
shadows to a machine, use it, then teleport to a section of the Fortress tl 

Use the machine combo listed above, and you should be able « around 


quickly as possible 

IF you have the Negative Token from Candrian, use ît to para 
points and make your getaway. This will be your last chanc 
worried about wasting its charges. Blow them all now 


THE INNER Dring 


super ring, Then walk 
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FIGURE 16.2: 
THE innen vauLt 


TRIAL @F ITPULSE 
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FIGURE 16.3: 
TRIAL OF ImPuLse 
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TRIAL @F INCARNAFIONS 


When you awake from touching the erystal, you'll find yourself surrounded by three of your. 


most pe icarnations: the Practical Incamnation, the Paranoid Incarnation, and the 


Good 


ton. Each of these was segmented from you when you touched the crystal, and 


‚n view on what should be done from here on out. These entities aren't hostile, 


proach this one with a litle more careful 


a breather from the first two trials and à 


pe this trial, you'll need to either kill the other incarnations, or absorb them by 
talking to them. Once you do either of these, Deionarra will appear and allow you to escape 
this place (Figure 16.4) 


FIGURE 16.4: 


rRiat of incargations 


pd Incarnation will offer little 


cal Incarnation are tough 
e fighting them: You'll need to. 
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IF you have any ques- 
tions about what your 
former personalities did, ask 
them now: The incarnations 
‘can shed some light on a 
number of things that may 
have confused you up to this 
point, and they can even 
explain why they did certain 
things. (The Practical 
Incarnation has a number of 
Insights on this subject} 

The Practical 
Inearnation intends to absorb you. IF you have a high enough Intelligence or Wisdom (over 
20), you can agree to lock gazes with him, and then turn the tables on him and absorb Jim. 
IF you have the bronze sphere, however, ask him about it before you merge with him and 
listen to what he says. 

‘The Paranoid Incamnation’s a lite easier. You can speak to him in the Language of the 
'Uyo (the language he wrote the dodecahedron journal in) if your Intelligence is over 15. 
Convince him that he is you, and that he should merge with you. He will, and you’l gain a 
stat bonus. 

If your Intelligence isn't high enough, but you've strangled someone over the course of 
the game, you can attempt to strangle the Paranoid Incarnation and force him to merge with 
you. IF you've strangled less than five people (ie, if you strangled more than five Dustmen 
‘when you made your way out of the Mortuary) over the course of the game, it becomes 
contest of strength. IF your Strength is greater than 20, then you win. IF i's less than 16, 
then the Paranoid Incarnation automatically wins, and you'll need to break away from him 
and fight him to win. If your Strengths 16-20, then it becomes a test of Constitution. If 
you've choked more than five people when you try to strangle him, you automatically 
succeed in beating him. Demand he merge with you and gain his stats 

‘The Good Incarnation is the easiest of the three, since he's willing to join with you 
However, if you can boost your Intelligence over 16 with charms or spells, do-ár before 
asking him to merge with you. Speak to him while your Intelligence is super-higdh, and ask 
him about why only the three incarnations are here, when there’ve been hundreds, maybe 
thousands of incarnations. He’ll slip and say that these incarnations are probably th 
strongest traces left in the mind. Ask him more questions, and then ask him about the traces 
Follow this thread until you realize who he really is. Let him merge with you, and then, if 
you have the Branze Sphere, use it now. You'l become almost unstoppable. 

Wait for Deionarra to make an appearance and then head to the Fortress roof for the 
final confrontation, Don't worry about what ta say to her when she appears-just be honest, 
and everything will be fine. If you have a guilty conscience, settle it now or add a new layer 
to it. 


FORFRESS ROOF 


Here it is, the final battle (Figure 16,5). Stand at the portal, healing if you have to, until 
you're at maximum hit points, and then keep walking northwest along the roof until the 
“Transcendent One arrives. Listen to him, and then you have several choices for how you wish 
to deal with him. 


mercine witw each incarnation was 
an appep senerit or civine vou a muce 
exrenience-roint awaap, as weit as 
erantinc peamanent incrgases to vour 
stats. t's WORD if to merge Witm twe 
incannations Ratner twan Kitt tem. 
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FIGURE 16.5: 
FORIRESS ROOF 
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he'll leave to go 


him down until he's forced to enter melee combat with you, IF you stil have charms that 
‘protect you against slashing attacks, use them now, and use your temporary invulnerability 
to kick his butt. 

However, the best way to deal with the Transcendent One is not to fight him at all, IF 
you choose not the fight the Transcendent One, you have several options, IF you have the 
Blade of the Immortal from the Siege Tower, talk to the Transcendent One until you discover 
that the two of you are linked, and then threaten to kill yourself with the Blade. Tell him to 
merge with you or else, and he will. For this option, you must have spoken to Deionarra at 
the Fortress Entrance and found out that the Fortress is inside a “shell.” 

Another way to force the Transcendent One to rejoin you is by trying to kill yourself 
through willpower. Wait until he says the two of you are linked, and then ask him what can 
change the nature of a man. Hell say “nothing.” If your Wisdom is higher than 12, say 
“belief” can change the nature of a man. Keep pressing him until you try to unmake yourself. 
If your Wisdom is greater than 23, you'll succeed. and you can either kill yourself or you can 
force him to rejoin you. 

‘You can also use your persuasive abilities to convince the Transcendent One to rejoin 
you. To do this, find out that the two of you are linked. Then, keep pressing him about why 
he won't fight you face-to-face until he reveals that he can't leave the Fortress for long 
periods of time, Tell him you think he can't leave, and then, if your Charisma is over 23, you 
‘can convince him to merge with you. (You can tell him you think he cant leave by having 
‘an Intelligence or Wisdom over 18, by leaning it from Nordom, or by talking with the golem 
in the Siege Tower until the golem says that an opponent who fights from a distance is a, 
coward or has no choice.) 

Finally, if you used the Bronze Sphere and know its power, ask the Transcendent One 
what your name is, He doesn't know; tell him you know it. Force him to rejoin you, or kill 
him with the Rune of Torment if he proves obstinate. 

Once you've successfully confronted the Transcendent One, you will enter the last stage 
of your incamnation. Say farewell to the Planes and to your former life … 
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 Planescape license and 
oth fun and different from 


believed actually had an impact on the game. By tl 
we also wanted sleep. To bring the game to 
work. In the end, there's no. 


— BACKGR@UNDS 


Bioware, the developers of Baldur's Gate and the Infinity Engine on which Torment is built, 
was extremely helpful with their editors and their know-how of the engine. Our hats are off 
to them for managing to create editors that would allow the Advanced Dungeons and 
Dragons game mechanics to be quantified. Ask any programmer, trying to break down any 
ADBD spell into game code is a feat in itself. 

The Bioware Infinity engine allows the characters to adventure on fully rendered back- 
grounds, which are different from tile-based games like Fallout and Fallout 2. In essence, the 
entire background becomes à canvas for the artist, rather than an individual set of puzzle 
es. 'The backgrounds are harder to modify than the tile-based backgrounds, however, so. 
each one was done as carefully as possible to minimize problems later on. 

To bring the backgrounds to the level of what you see in this book, they went through 
many stages. The designers, under the direction of the lead artist and the artists, sat down, 
and wrote a short description of each area. Then sketches were made to get a feel for the 
scope of the game and how large each background would need to be. Textures and building 
shapes were conceptualized from these maps as well, so the artists and the designers could 
comment on them 

At the same time, backgrounds were laid out in rough gray blocks in Lightwave modeler, 
so we could make the character move around in them, getting a feel for distance and depth. 
The designers and the artists marked up snapshots of the areas and drew additions on them. 
Things Jike containers, gates, extra rooms, wererat nests, and so on were added, As these 
changes were made, various questions surfaced: Was this passage too narrow to have a fight 
in? Did it 1ake too long to get from location X to location Y2 Is the door to the Flophouse 
too hard to find? The artists discussed these questions at length. Then, they moved buildings 
and locations around, and even added and deleted some elements until the areas were ready 
for the final run. 

Once all the comments were in, the development of the backgrounds began in carnest. 
The artists set about building houses, carts, objects, and other elements to round out the 
areas. Buildings were constructed, textures were laid out, while other artists would go in and 
do 2D touchup to the areas once they were constructed to make them even sharper. (Many of 
the grisly badies you see in the Mortuary, for example, are the result of such touchups.) 

From there, the backgrounds needed to have technical and game information added. 
‘Another eam of designers went in and added the maps for where the player could walk and. 
where he couldn't. Specific touches like what areas should highlight the character with light, 
which should shade him, what objects he should be able to walk behind and which he 
couldn't. This was a painstaking process that required many stages of fine-tuning and testing 
after its initial implementation. 


CHARACHERS AND 
ANITAIONS 


The characters and animations in Torment were a Herculean effort. Each character was 
conceptualized, modeled, and animated. Our characters were larger than the ones used in 
Baldur’s Gate, which posed its own challenges in terms of scale and implementation. This 
was one of the reasons the interface was reduced in size, so the player could see more of 
the screen at any one time, 
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‘There's à lot more behind most of the character models and animations than what is 
visible in the game itself. Our modelers ended up designing ecologies, skeletal structures, diet, 
‘and even behavior patterns for many of the creatures you see in the game: from the Grillig 
to the Trelons to the Thokola. 


SPELLS 


We had a full-time designer, programmer, and a team of artists on spells. Our spell designer 
took the spells that were already present in the AD&D rules and put twists on them to try 
and make them more majestie and powerful. The spell descriptions were written in terms of 
range, duration, and effect and their visuals storyboarded out by the artists and designers. 
‘The various aspects of the spells were discussed, and the programmer was able to say what 
was and what was not feasible in the game, and proceed from there. Animations and spell 
effects were tweaked, and the end result was the spells you see in the game. Everything 
from Shield to Litany of Curses to the Rune of Torment was the product of many months 
of hard work. 


SFORY 


A first draft of the story, including all the locations, characters, and items needed, was part 
of the initial vision statement and presentation of the product. Although some of these para- 
meters ended up changing over the course of the projeet, much of the original story, loca- 
tions, and cl cters are still present in the game. Many of them, under the hand of various 
artists, design olved into something greater. 

Our initial Torment team was very small, perhaps eight members, so with the initial 
design of the story and all the gam d to piek and choose what we were 
going to Include and what we weren't. Our artists set up a schedule for how long it would 
take to do each location and each creature, and as a result, the backgrounds were broken 
down into a manageable number that our artists could hande. 

A draft of all the dialogues was done to get a feel for which character would say what. 
‘The location of items was determined, along with a flow of how the game should progress 
from area to area. Designers joined us throughout the project to help flesh out all the areas, 
spells, spell effects, items, and so on, until the game became quite staggering in its 
complexity. 

‘The process of writing dialogues for the game was done through one of Biowarc's 
editors. The dialogue was broken into its nodes and responses (a node is what the NPC you're 
speaking to says, while a response is ane of the options you can respond with), it then had to, 
be eut and pasted from a text document into the editors. This task became so time- 
consuming, another team of designer-artists had to be brought on board to free up time for 
the designers. In the end, the manuscript was used by our Quality Assurance team to make 
sure the dialogues were flowing properly. When errors were found, we went into the editor 
and mended the broken nades and responses, 
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SPECIAL THANKS 


We hope you enjoyed playing Torment as much as wè enjoyed making it. There were a. 
number of people who made Torment what it was-every one of them is listed on the game 
credits. There are three of them 1 would like to list here, and give them a special thanks for 
all their hard work. They were with me from the very beginning and to the very end, and. 
Torment is a better game for it. 

Tim Donley, our lead artist, kept the team together, on track, and helped all tasks from 
design to programming flow smoothly. Torment would have suffered greatly without his 
presence. Tim's energy would put most of the animal kingdom to shame: He put in many 
fourteen-haur days for months on end. He is responsible for a great deal of the background. 
art you see in the game. He can also be credited with the less visible aspects of the game, 
which are so very important during its production, such as the coordination of movies, 
animations, and other tasks, In every way, Tim Danley was the man who kept our team 
together during the worst of times, and he helped out with everything he could to make the 
game run more smoothly, 

Erie Campanella, our concept artist, character modeler and animator, put much of his 
heart and soul into Torment, and you can see it in all the models, animation, and spell 
effects in the,game. Eric worked many late nights simply to make all of these pieces the best 
they could be, and his enthusiasm for the project was contagious. 

Dan Spitzley, our lead programmer, had a huge task keeping all of Torment running and 
Finding ways of implementing our often bizarre design ideas into the game. Throughout it 
all, he never complained and took cach task as it came to him, fixing it, then moving on, 
He is, as always, a pleasure to work with 


— Chris Avellone 
Lead Designer, Planescape: Torment 
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ABODY'S JUS GOH TO 
IN -EEARN HOW TO SAY DEAD 


Welcome to-Sigil, the “City of Doors!” Here you'll find gates that lead anywhere in existence 
provided you-have the proper ke 
myriad inhabitants and visitors. Sigil is à complex and intricate place where the word is mightier than 
the sword, where thought defines reality, where you're going to need some help to uncover all its 
secrets and open all ies doors. 


‘he enigmatic Lady of Pain rules the city, keeping watch over its 


As luck would have it, the keys to dying and staying dead INSIDE Y@U'LL FIND 
are right in your hands. Thisofficial strategy guide will 
lead you around the Planescape* universe and through 
your many deaths—to your ultimate death! Highly detailed maps of Si 


Tn-depth strategies and statistics for all items, 
weapons, spells, tattoos, and armor 


Comprehensive walkthroughs for your many deaths 


il and the Planes 


An exclusive look behind the scenes featuring 
insights from the game's creators 


Biplore strange locales and BE PREPARED-— 
—E Bua rabv er 
GEO@-G PAIN AWAI+S! 


U4 +HE AU+HORS 


(Chris Avellone has been playing RPGs since the dans ofthe || FEN 
Commodore 64, He's the Lead Designer for Planes 
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